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galactic PC Exclusive! 

TAR TREK 

Electronic Arts Take the Enterprise Initiative! 
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lie to draw pictures of nudle 
.aliens with a brush, but how will H R Giger 
with DPalnt III? Dark Seed - In Trie Works 
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/JrtStar Trek - The 25th Anniversary is one of the m< 
OUentertainlng and fully rounded 
all year. Read all about ft in our Screi 
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Desert Strike 
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.. hulihk's in Hubble Bobble h 
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Star Trek 



ig off Klingons, Vulcan Hi 
us to the land of wobby se 



Pick your most powerful 
weapon... 




Your Brain! 

A strategic action-packed simulation 
of elite rapid deployment missions. 

/WCRO PROSE 



Special Forces, ioi IBM I'C compatibles. iVom (Ik- i .Tcaun s <>l Airborne Ranger. MicroProse Ltd. Uni 

Hampton kn.nl Iiuiusrn.il Kstate, Telbury, Glos. 

GL8 HDA. Tel: 0666 504 326 
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Have I got some treats in store for you this month! For 
Amiga nuts there's a complete level of Gremlin's brillaint 
bug-hunt Space Crusade and IBM PC owners can get their 
jollies lobbing axes at small girls in a scene from Core's 
Heimdall. So much to say so little space to say it in... 



CRUSADE 




tailing all Aliens fans! If you liked Ilia! totally mega stalk n' slash 
SF film then you'll love Gremlin's Space Crusade. You play a rock 
'ard space commander leading a troupe of five hanl-a s-nails marines 
through wrecked spaceships populated by all manner of hideous 



delectation and entertainment Gremlin havekind- 

ACE readers with a complete demo of the first level • 

1 have a fantastic twelve. The aim here is simple: 

ED209 like Dreadnought and destroy it. And 



ICON SING A RAINBOW... 

All the marines are controlled via ;i simple point-n'- 
elick mouse interface. I'o activate an icon and select 
things dick with the left mouse button. To cancel 
an active icon click with the right button. Ceddit? 
Anyway, here are those icons in full. 



Explore Icon 

C.lii k here and yim can scroll freely 
.sroiinJ llie ship's dei k using l!ie 




Action Window 



Status Window 



currently-selected marine, including health (ted Mobs for each life point) 
■eapon carried. Kai h weapon has ;1 different eJIci I. Again, due to lack of sp; 
can't give all the details here ■ you'll have to find out what they do by trial 



Mini -Map Window 




Hand-to-Hand Combat Icon 

• .•■• Use this icon to engage in some 

P^JI bajid-\j-ha:id lumbal with am 

I creatures on squares adjacent to 

Jm . Al your marine. As before, select 

l^l^l^H the icon then select an alien. 

Special Orders Icon 

\ i'i. -.i..'i ..: • 

has the opportunity to play a spe- SujA] 

cial order. Click here to use it. I 

(There's isn't enough space to go I 

into what each does here, I ' m afraid ^^^^H 

- see if you can work it out yourself!) ■^■^■^■" 

Special Equipment Icon 

— — -j Each teams of marines is 

QmBHI equipped with some ejrtra -special 

I equipment that can be called into 

I play. See if you can work out wha t 



I 



Open Door Icon 

When a marine is next to a shut d 
it can be opened using this io 
Bear in mind that (loots open at 
matically if moved through. 

Scan Ship Icon 



SORRY ST-ATE 

Sorry all ST fans. Due to a last minute prob- 
lem with the disk we've hod to omit Ozone 
from the compilation. This occurred after (he 
cover had been sent to the printers, meaning 
it was impossible Io correct the error on the 
disk label reproduced there. Sorry, sorry, 
sorry and, once again, sorry! 



AMIGA 

Simply slap the ACE Coverdisfc into your drive 
slot and Space Crusade will load automatical- 
ly. A piece of text will be displayed explaining 
what the game is all about then after a short 
wait the game will start. Have fun! 

IBM PC 

Hey-hey! Easy PC! While in your hard drive 
type MD ACE [Returnjto create a directory 
called ACE. Then type CD ACE [Return] to 
enter the freshly-made directory. Insert lite ACE 
Coverdisk in your j.5' 1 floppy drive. Now. 
assuming that this is drive A type A:ACE 
[Return] and the game will install automati- 
cally onto your hard drive. ( I f it's drive B then 
type BACE [Return 4 Finally, type HE1MDALL 
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HEIMDALL 

You've heard all the hype, now 
here's the chance for all you rad PC 
owners out there in ACE Land to try 
out the infamous axe-throwing 
scene from Core's forthcoming 
Heimdalt extravaganza. 

The idea is this: you play 
Heimdall, a right top geezer who's 
been hitting the ale just a hit too 
much. (Stick to Lucoza.de, Heimy, 
that's my advice!} Anyway, Heimy s 
taking part in a compo to free a 
babe from the stocks by cutting the 
locks of hair holding her captive. 
But this is no simple nip n' snip 
operation - Heimy has to throw 
axes to cut her golden tresses. 

The game gives you 
Hie option to play using 
either keyboard or 
mouse. With the 
keyboard use the keys A, 
Z, and P to move the 
sight up, down, left and 
right respectively and hit 
the space bar to fire. Hit 
ESCAPE to return to good 
ol' DOS. Enjoy yo'selves! 



M- I Next Go Icon 

When you've fin- 
ished your rum click hoe to fet the 
alien pLver have its. 
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Marine Icons 

Click here to switch between controDi _ 1 Eve 
■ different marines. The two lights 
indicate whether the marine has 
already moved or fired or both. 
can only perform each 
I action once with each marine per 



2D 3D Icon 

Toggles between the 3D an 



PROBLEMS, PROBLEMS... 

Having trouble with your disk? Well, before you g 

too irate and start frantically calling the ACE affix 



Unit 3, Merthyr Industrial Park, 

Merthyr Tydfil, 

Mid Glamorgan CF48 4DR. 

However, if you think your problem could be solved 

by a quick call, then call Ae ACE Disk Hotline between 

10.30 a.m. and 12.30 p.m. weekdays on (0443) 

693233. 

• Please remember that whilst ACE makes every effort 
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THE FIRST PC 



TO BREAK THE SOUND BARRIER. 



* gave the Amsl i;id I'M ':V>h@al! t he besi features you need 
■r serious business use and great games entertainment. 
Then we gave it features which were unheard of. 

16MHz SPEED -NO COMPROMISE 



■ - -= ■>"■ ■ ■>!' U-Ul. -Hi llie,lali\'e :i;ir:L lilTi 

1.44 megabit 3.5" finn^y ,l ls k drive minimi- 10 make best 
this computing power- the PCTdtfti© is I mill ■,., perform. 



THE COMPLETE SYSTEM 



.landing user-frietnllj graphical in 



" 



SUPERB VGA GRAPHICS 



graphics with a 14" hij 

to 256 colours from a 

Terrific for busine 



So we gave it a sound system that makes U unique. 

Its fully Ad-Lib' compatible soundcard with twi 
peakers gets you closer to die action, bringing a i 
impiision of enjoyment to your PC. 



•credible £798* Inc VAT, (lie PCS 288® 
ek has to be a sound proposition. 

027^262326^1 TOM 



the PC5286W Please ti 



Available from selected branches of AJIners, Dbions, John Lewis, Rumbelows, Rymans, Wildings and over 3.000 registered Amslrad dealers. 



EMPIRE STRIKES BACK 

Faced with tough competition from the likes of arcade Lau^m Sega and Virtuality. Rediffusion 
has launched an innovative entry into the bustling world of amusemejgt ^nidation. 
Commander looks like a space shuttle from a cheap sdence fiction > Despite such a drawback, 

this offbeat tw» sea- capsule boasts iiis-h. rr-solurion i;r..;>l.. ■ IE an» sound ani most importantly, 
comfortable seats to hopefully prevent repetitive bum injun. 
Furthermore theentertaimiH'nl m tiv.. 

Ihr Cilitorniaii tompam that gave us Ihc suuming special ■ . ;-:r2. The San Rafael 

firm is no st=- _-- ' . modnagout quality video 
games, either Irs sub-r -4- Luosfilm Games, has 
produced a stnr,; ■ "-5 ■•-.? past iticlud- 

H ing Rescue on Frac-i . : . bUiez. Their Finest 
[lour: I'hc H ,- . loots and tlie 

Last Crusade and Seem xUatn 1 - land 2. 
RediM 

scenarios for the s-.--- -trr. ■'■--£ spaceships 

,, commanding .. subn a rirn Che Command er 

demo seen at the •- 1 don 

featured a sta 

Although the 

would comfortably s 
downtown Tokyo. 
Luca 5 Elm has already provide 
such an environment. What a 1 
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. .1' .'.' BA 

i'yWfceta* that. ■*! 
iedfewrf feast for A£f 



FULL OF EASTERN 
PROMISE 



JbyhSe 

Ministry of most e,,nliil Eabones. So, luck 
in, there's plenty here for ol you hungry 



• Whaf s happened 10 Waver Manager 2? 
We asked Anco the same quesnon. It seems 
Kick Off 3 is top of the selectors list. "I don't 
want people to find out whet 5 in Kick Off 3,* 
disclosed on unusually cagey Anil Gupta, 
•We've done lot of work on it." Scheduled 
for release al Easter on Amiga and ST, Kick 
Off 3 will include such gems as sliding 
tackles, chip passes and the ability to barge 
into players. In his spare time, Oino Dini is 
nping Ihe Japanese version of Kick 
Super NES. When it comes to 
oul sprites and fighting screen flicker, 
ring British coders can still show these 
a thing or two, eh? 




•■:,■ la si 



a best- 



A BRICK 
TOO FAR 



It had la happen sooner l 
Super Mario Bros Lego has arrived! Well, 1 
of? Byggis from Denmark has previously 
enjoyed considerable success with a buitdint 
brick set based around the Teenage Mutant 
Ninja Turtles, As our kids are currently more 
interested in the exploits of a New York 
plumber than a bunch of surf tolkin' heroes 
a half shell, the Super Mario Game world 
seemed an obvious choke. It's expected to 
reach British toy shops in the very near 
future. Prices to be announced. 
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like humans and a scor- H 




iron. The idea is to Dllot H 




a squad ot these beasts ^^B 




and stop the alien 








"Ultrabots will delight gamn 


Willi [ 


of play and amazing graphics," 


insists 


Freeman of Data East, "We've t 


kc-nfu 


tage of the expanded capabilitie 


that :l 



game? Origin has given such 

•fiirteen lucky people in a totally 

contest. These ardent 

Uhrx: covers wl actually appear as 

VH: The Block Gate. 



with a few specialry- 
marked rune stones included in random 
Umroa VI pockoges during 1990. The rest 
were picked by a costing committee 
comprised of Richard 'Lord British' Garriort 
and other members of the Ultima VII design 
team. The youngest winner was 14-year-old 
Greg Cato from New Jersey. Housewife Lucy 
Sarvis, 47, will play a tavern wench in this 
epic fantasy roleplay adventure. Nobody 
from Europe was chosen. "Never before have 
any fans been included to this degree," 
contends Garriott, They will be able to see 
and talk with their alter egos." 



• Ro< 



id about no 



9 like ta take brief 



journey post novelty island where you, the 
reader, discover some completely obscure 
video gome cartridges. This month, our ribs 
tickled pint at the sight of going deep sea 
fishing with The Blue Marlin |Hot-B| for the 
Nintendo Entertainment System. Thaf s right, 
if s another baitWup from the creators of 
The Black Bass. Very poor indeed, ladies and 
gcllemen. 

• They said it couldn't be done, but Gremlin 
will include a track editor with Lotus III on the 
Amiga and ST later this year, Sheffield's most 
prominent software publisher is forging ahead 
with other smart racing games, too. Work hos 
already begun on Top Racer 2 for the Super 
NES (see our 'In The Works' report last month] 
and don't be surprised to see Lotus Turbo 
Challenge 2 on the Megadrive and Gomegeor 
in 1993. 



• We're happy to announce Olympic Gold - 
Barcelona 1992, the Megadrive and 
Gamegear hopeful from US Gold, is almost 
finished. This sporty outing features seven 
Olympic events including 100m sprint, pole 
vaulting, 200m freestyle swimming, hammer 
throw, archery and 1m spring board diving. 
After all these years, Olympic Cold: will be the 
first game to be sold in North America under 
the US Gold brand. A conversion of Indiana 
Jones and the Last Crusade onto these two 
Sega consoles is also on the cards. 

• A moment of silence, please, lor this sad 
software obituary. Rise of the Dragon 2, 
beloved sequel of the Dynamix and Sierra 
Online graphic adventure, peacefully passed 
away last month. Rise of the the Dragon 2 is 
survived by Willy Beamish 2, This bouncing 
baby should come ol age next year. 

• Hos Arsenal FC offered Thalamus some cash 
back for an appalling performance this 
season? The creator of such C64 classics as 
Delta and Armalyte foolishly bought the 
computer gome rights to this soccer team 
when they could taste victory ond hod already 
booked loads of expenses-paid trips over to 
Europe. Today, the only way Arsenal will win 
anything is if they buy a copy of the Thalamus 
soccer simulation on Amiga, ST or PC. A cross 
between arcade and management tangles, this 
untimely production will also incorporate 
digitised pictures of the squad. Come on you. 
Spurs! 



SWEAT AND 
TEARS 

Top brass at Electronic Arts' HQ in California 

must have enforced a purfiti' and beach party 
ban on their programmers after the launch of the 
highly desirable Willy Beamish (Dynamix/ Sierra 
Online) ;md Secret ot Monkey Island l. (l.uiasfihn 
Games). Not before time, eh? 

The reason for such a radical decision would be 
dear. EA is seriously lagging behind on compet- 
itive graphic adventures for the PC and star 
designer Brent h 



tern to be proud of. The linn intends to put it to 
good use, too. The Case of the Serrated Scalpel 
will lie the first in a series of Sherlock Holmes 
investigative adventures featuring brillo graph- 

' lii "i ic i. !'■ ■ i.lii-il-n J mi:-. :n .1 i vile. mteilace Dix-sii I 

Now, after many hours of dedicated overtime that sound yummy? Not 'arf. Bet you can't wait 
have been clocked up, EA thankfully has a sys- 
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MACHINE 
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After a quiet start to the 




year, Megadrive owners 


\ f-Jm 


have plenty to start sav- 




ing for in the coming 


li *H 


months. 


Mind scape is to 


inl 


publish the Megadrive 


and Super NES adaptions 


■: Tin* plavdble platform iaunt. the be<t 


p Brothers effo 


- 




a few 



l.lhes- 



ill the right placf 



50 frames per second with 64 colours on screen 

. game which 1:111 onK 

muster 17 frames and id colours. I'lie Htniap 

Brothers are working with respected Essex pro- 

a bonus, the musk changes while Gt d 

I' should be out in the 4th qu; 



Virgin 



, eivc: 



at tlie ■ 



:- I jit 



e. This is made 1 



...Ice 



through the use of the Megadrive's halfbrite graph- 
ics mode for casting shadow, on the grass I he-e's 
also .1 jia.wAced s;e, :■ facility allowing up to eight 
players to compete in a thrilling cup tournament. 
In addition, ynx users can look forward to play- 
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WAR GAMES 

Can it possibly be true? Is Sensible Software 
really producing a playermafic blend of 
Megalomania and Lemmings on a handy 
size 3.5" floppy disk? 

A neat arcade strategy game due for 
release after Wiikid and Sensible Soccer, 
Cannon Fodder will make it onto the Amiga 
and ST ahead of Megalomania II. As you 
can see from this avalanche of in terra in- 
ment, the wacky bunch at Sensible Software 
have no time for holidays or sleep! 

With a whole squad of soldiers and asso- 
ciated weaponry under your command, the 
computer-controlled enemy is just itching to 
see what you're made of. All your men have 
different skills, some are able to fly heli- 
copters while others con accurately shoot 
people. Every time any of these men sur- 
vive a battle, their rank goes up and anoth- 
er skill is added to the list. The rest of your 
team is made up of raw conscripts who spe- 
cialise in being blown apart. 

Cannon Fodder is chock full of tricks, 
troops and traps. How, for example, are 
you going to move your tank post the quick- 
sand on level 1 1 3? Like Megalomania 
before it, this title makes good use of sam- 
pled speech. 

After the recent collapse of Mirrorsoft, 
Sensible Software is still looking for a pub- 
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SKIES THE 
LIMIT 

With the flak and chaff in ample supply, here 
W five oflhe latest developments in PC flight 




• Aces of the Pacific isn't available yet, but 
Dynamix stroke Sierra Online has already 
announced the release of RAF in the Pacific. This 
tally bo dotadisk for the long awaited flight sim- 
ulation from the makers of Red Baron pits the 
best British fighter designs against the mighty 
Japanese Zero plane. Alternatively, the 
WWII: 1 946 expansion disk takes the conflict a 
stage further. What if President Truman had 
decided against launching a devastating atom- 
ic attack against Hiroshima and Nagasaki in Tour of Duty package lets you fly the P-80 
the summer of 1 945? Could the Japs have won 'Shooting Star- on treacherous low-level ground 
o conventional war over friendly skies.. . strikes against the last remnants of Nan type 

targets. It contains three flight school mission*, 

• Over at Lucasfifm Games, programmer Larry eight historically accurate sorties, five custom 
Holland has just finished another add-on for affairs and o mission builder to create your ow 
Secret Weapons of the Luftwaffe. This second thang. 

SWORDS AMD 
SPACERY 

Going from strength to strength. W. Industries 
lias mn illy expanded the range of software avail- 
able for the Virtuality VR arcade machine. 

Legend Quest in Nottingham is anticipated to 
be the first of many sites offering themed Virtual 
Kim he, entertainment for mass consumption. 

The first of these adventures is. surprisingly, 
a swashbuckling; adventuiv ■•.Ik-k up to tmir pkn- 
ers can cooperate together along a chssit- story- 
line. It also features a new voice synthcwer the 

PURITY OF 
NOISE 

Everybody in the house can now produce some 
kickin' sounds thanks to the Musk System from 
Atari. Whaf s this all about, then? The com pa - 



• MKknamed the Yoxford Boys', the 357th 
Fighter Group was one of the top units during 
World War N, These guys managed to shoot 
ac~- arrest 700 German planes. Heroes of the 
357* fro* Bedronk Arts tests your skills with 
*•« fc"wus American aces in seven historical 
■«■■■ type*. Wil you be able to intercept a 
VI FK/wg Bomb before it reaches England? 

• t vow pn*r futuristic flight frolics, Accofode 
has a nquel to Star Control waiting patiently in 
«• wwgs. A hybrid action come role-playing 
gone Star Control II: The Ur-Quan Masters 
o^aanb to pack in 25 distinctly different space- 
croft 500 unique star systems, 'ultra-brillianT 



generated su 

Mjtul i lu digitised music and sound 

There are plots within plots," reveals 

Paul Reiche III, "You can't just blast 

You have to ask yourself: what 





• Finally, Microprase is busy working on what 
could became the best aviation outing an your 
PC. With such an esteemed pedigree and some 
truly awesome 3D. graphics, the early demon- 
stration of F15 Strike Eagle III is already look- 
ing hotter than a Mach 3 afterburner going at 
full thrust! This enticing game should be ready 
for takeoff in late 1992. 
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ST to the general public 

According to Atari, anybody can produce a 
top ten dance track using the wealth of dedi- 
cated software and gadgets available from third- 
party developers. 

"With the unbeatable combination of MIDI 
technology and a huge library of musk software, 
it comes as no surprise that the ST is used by the 
world's leading musicians including Madonna 
and Peter Gabriel," goes Hie blurb. 

If only it was that simple, eh? 





3D~dungeon, action fantasy! 






m 



You won 't believe your eye.t 
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EAT YOUR 
GREENS 

A special update on one of the few video game 
stylos wliit I] appeals to t>oth sexes. Here's a brief 
bit of info on the s coming soon 





AMIGA 

* They said if couldn't be done, according to US 
Gold, but the glorious 256-colour graphics in 
Links hove been faithfully converted over from 
the original PC version. The designers of this 
impressive game took over 500 photographs of 
the course at Torrey Pines, USA, They also 
obtained some topographical drawings and 
detailed information on weather and wind con- 
ditions. All this was combined into 700K of real- 
istic terrain data. Let's hope the Amiga conver- 
sion cuts out the long wait between each hole 
when this ocean of stats and (acts is actually 
manipulated . Using a slow 8MHz PC, it used to 
lake roughly 30 seconds to redraw the screen 
every time you wanted to take a shot! 



• At the same time, Accolade is touting jack 
Nicklaus' Golf and Course Design: Signature 
Edition as Lie first 256-colour VGA golf simu- 
lahon and course designer. Apart from offering 
the normal features expected from such a pres- 
Ll'.khis I it onset lie game contains plenty of nice 
touches like digitised trees, bitmapped bunkers 
and the naiiirril' sampled sound of a golfball land- 
ing in the water hazard. "Signature Edition has 
liotlor graphns. (aster speed and more features 
than any other golf game." establishes a 
spokesperson. "It's beautiful, tun and challeng- 
ing too. For the true golf aficionado, there real- 
ly is no other choice." 





• Even CDTV owners can grab a slice oi the 
sporty life with Jack Ntckious CDTV by Accolade. 
The 18-hole course at Muirfield Village in North 
America has been painstakingly recreated using 
over 9,000 digitised stills. These photographs 
have been rendered as HAM screens and over- 
laid with 16 -co lour sprite animations of the 
golfers. "People should feel like they are play- 
ing golf with Jack Nicklaus himself," says Chris 
Bankiton at Accolade, "We have a realistic view 
from nearly every spot on the course." 
1411 



MEGADRIVE 

• Veteran golfing simulation, 
Leaderboard, is about to appear soo 

US Cold and Access. 




SUPER NES 



Steve Blattspieler of Irem, "We predict Skins, 
thanks to the outstanding colour and detailed 
graphics, will be an instant hit with action play- 
ers and golf lovers alike." 




True Golf Classics is finally making its way over 
from Japan via the USA, T&E Soft has inter- 
mixed digitised images with a custom 3D graph- 
ics system called Polysys. "If s topflight fun with 
superior gameptay," a spokesperson reckons, 
"No other golf game gives you (his much. True 
Golf Classics takes you out to an actual PGA 
course in Hawaii, updates and your handicap 
after each tournament round and saves your 
stats and game using the built-in battery back- 




GAMEBOY 

• From the firm that brought us Gradius 
and Operation C on the Gameboy, 
Ultra Golf offers a two-player option 
and a tournament match of 'pro-style' 
golf. Before each shot, players can 
adjust their stance, view the entire hole 
and get suggestion of the best club 
to use from the caddie. Now available 
on import. 



VIRTUAL REALITY MEETS ACTION ADVENTURE 



GaryWhitta's • 

previews 

^^V^^Elcome one and welcome all. to the very last ACE Previews section. Yes, the pow- 
ers thaflV hV been trying to surpress my column (!) for months and they've finally succeeded - 
but fear not! We're not going down without a fight, and I've taken steps to ensure that we can send 
you off into the murky software future armed with a second-to-none idea of what lies ahead in the 
quality games stakes. So choke back those tears - they make the ink run - and be prepared to be 
fully clued-up about the finest software heading your way soon. Catch you later. 

SENSIBLE SOCCER smsibie so> ( 

First revealed™ his:-. , 
back in October, the 








turning out I ■ 
foocy simulation i 
ahead', bt • \ tipped 
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ls and four English 



Dnvin's now riraririj! completion on 
the 16-bit formats courtesy of 
Domark, converters of the original 
Hard Drivin'. As before, the action is 
ceiiiMdiTLiMv tougher than in most 
arcade race games, with the car han- 
dling with startling realism and 
making pile-ups a regular occurence . 



re then 



i lr;u-k-i |Supf r Sturll. fci 

Speedster, Roadster and 



">:■ |iijM.'i cir '. ilj ..u.iii:-: 
he other player's best performance. Do 
than Hard Drivin'" - it certainly looks i 



around the same time as the long* 


vjitc-d Kick Off 3 -now THAT should be 


RACE DRIVIN' 


Jtcessful (and technically 
Drivin' may not have made quite 




as much of an impart as the origi- 

Essentially the same game, but 
built around a faster and more 
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THE ADDAMS 

FAMILY Ocean 

jsir,i"- 



them so uncannily good 
at acquiring licences? I 
mean let's face it, who 
would have thought that 
The Addams Familv 
would have been any- 
thing like the monumen- 



the likelihood of its s 
notch material for comput 
ness. Tliat particular qualil 




Project - X 

Team ij 




inesday, Pugslej . 

[■ Hester and the rest of the happy clan have been kidnapped and it's up 
3d ol' Raul to get them back. This is the second time that Ocean's taken 
■name film and turned it into a jolly console-style platform escapade 
son Hawk being the first] - the action starts in the giant Addams house- 
where Gomez accesses a variety of bizarre worlds via a multitude of 




-ways One 



te freaky subject m 
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JAGUAR XJ220 

Core Design 




atthewhtelofthesuperfasi Kjuo partidpattag in a supercai 

ross li countries and over 3 o tracks against other top mal 

including Porsche, Ferrari and lambourgimii. The Core boys r 
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nee. including high-speed pit stops and a full tournament mode, a 
:e people at Jaguar are said to be most pleased with what they've s 
• game so far, so that can't be half bad. But of course the Bml fudg 
jst rest with you. and you get to 

so when 




up. It's not exactly the mc 

' •■ a- llii.-. is looking? I'ticcl is. as vol.! 
volv ahead;, guessed. ., high-speed lit 
ijontal shooting extravaganza in the Silk- ] 
worm mould, with the player rucking 
v,ai ll rough the evil plan, t Km in n del t. I ighl off an alien invasion. There 
are sis fast'n 'furious stages, slatting off in deep space and later progressing 
to planet surfaces and into the heart of the alien's see ret space station... all in 
super-colourful graphics and zippy an.malion. There's plenly of impressive 
-u::Thcrc. including a supersonic Iximis section where the player pilots his 
.rail through a narrow cavern at breakneck speed. Unfortunately, there's a 
price for all this technical excellence, as only owners of 1Mb Amigas will get 
a look-in. But Project-X isn't out until nest month, so there's plenty of time 
for you to pick a memory upgrade from some tinky computer show. This 



TITUS THE FOX Paha 



:ethel 



now thai it's finished, eh J ) might, bypeo- ■ 

pie of a more cynical persuasion, he misconstrued as a rather blatant Sonic 

the rip-off. Actually, the name may be sort of similar, but apart from that and 

fom effort The Blues Bramere. The sturvrM- I hi |,|, ;,,, iu„ , , f Ml | 

mammal with no , „, 1C , mtloi, mm d h, i , th ..,,], i or, .1, 
her. What follows is a multi-national levels n' ladders romp with super-cute 
graphics, bouncy tunes and - hopefully - excellent console-style gameplay. 
Titus The Fox is out next month on ST and Amiga. Fantastic, Mr Fox! 
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Amiga & Atari ST Software Selection 
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4m/ga 4500 P/us f Meg Lemmings Pack 

1 MEG RAM. MOUSE, TV MODULATOR 

.1. 'SON, CAPTAIN PLANET 
FREE SPECIAL RESERVE MEMBERSHIP 
FREE COMPETITION Oi||| ft#% 
PRO 5000 JOYSTICK J47*77 


Citizen Swift 9 199 99 

»£— <^S^ ™£fMEMBERSHIp NTV 
gp^ ^ FREE PRINTER ^EAD 







134.99 I 
249.99 
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PSSrSI The award-winning boys behind Populous I «an W , 

,_j ,, ._ scratch screens . - visual test-beds 

ana 11 and Powermonger regard their latest » 6^ a feel for the product. The 



iB doesn't 



;r simulations. Oh 



but beneath the colourful g|i 
there's a decidedly grey mai 
undercoat... 

The idea for BOB came to t 
team about two years ago - 
' * L ime that Flood 



°ages ange P r °J ect - BOB ' as their most ambitious under- B0B ™ 



| change ui 




September. 

taking to date. On the surface, it could also Bou,1din g back "> bobs humble 

beginnings we find that the 

be misconstrued as the company's least P rodlJ « nj 

J **■ changes. Sean'; 

interesting, too... 



ifon and produce their 
ml Chips, which is 
liar's happened in EN 

o f the company which 

'ed the Neural Chip, you 

ie demise of your rivals. 

a i espionage and 

;e are the order of the day 

send genetically 

'ed agents to infiltrate 



in through many 
s early efforts 

amounted to little more than a 
large scrolling pi 
function as an ir 
environment. 
"It had to be made three 
dimensional," says Molyneux, 



e, too flat to 



it to U! 

vectors (it would take too long) si 
we kept the isometric viewpoint. 
We did consider using an oblique 
perspective, but it proved 
impractical so we dropped it." 
basic look established, 
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Iving the technics 



intelligence, strength 
perception. These ch( 
injected directly into i 

you influence their behaviour to 

differing degrees." 
That's Pete Molyneux talking 



plan eventually developec nto a 
story, which goes 

company will pioneer the Neural 



M Cj k of BOB'S programming 
5 ■:--- -g Handled by Sean Cooper, 
2S aid's shunned the prospect 

'allowing his Clothes Show debut 
in the Autumn of 1991 to pursue 

BOB is only a working title, 
currently favoured by Bullfrog over 
CyberAssault and Higher 
Functions, The acronym for Blue 
and Orange Bloke arose in the 



are moving in front of and behind 

"It eventually reached the stage 
where it was flexible enough to 
implement the original idea." 
Molyneux reveals, "so we 
produced an editor program to 



; enormously difficult, b 



3. That 





complete as that. I 
objective 
something 
like Better Than Life in Red 
Dwarf. It's so addictive you don't 
stop playing it." 

mm, 21 




design Incredible Hying Machines • 
c Betray your friends! • Assassinate your 
I enemies! 'Control the wir J 
I the Storm Master • Take part in weird 
1 magical ceremonies • Arcade air 
1 battle scenes • Hold onto your job and 
■ stayaliue! 

Release: mid- March. ST AMIGA- PC 



"A great level of quality has been attained 
AMIGA ACTION 90% 



ST ACTION 92% 



"The screens are beautifully drawn, the 
presentation is excellent ... you won't have 
more fun with a strategy/simulation game 
anywhere!" 

CO. AMIGA 89% 

"Stunning graphics, slick animation and 

sound effects, mesmerising and thoroughly 

enjoyable to play, this one is really special!" 

AMIGA POWER 86% 

get lost... 

...in a world of 
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Dark Seed, the first game from newly formed 
Stateside company Cyberdreams, boasts graphics 
by H.R. 'Allen' Giger and some top-notch program- 
ming talent. So why does It remind Steve Cooke of 
Legend's 1983 release Valhalla? And is that such a 
bad thing.,? 



there are only 36 basic 
plots, that these essential stories 
have always existed and that they 

J " unchanged m number 



ic Park ■ 






antasy 



name. Mr and Mrs Neanderthal 
were sucking it up thousands of 
years ago. And in 200000AD. 

CCCC\ Hi * 

ing money out of it. 
I change, but the 
ing goes on forever... 

entered Adam and Eve 
in his FiloFax, They've I 





> 




■•-.,r-' 



course. Larger, more detailed 
sprites, as in King's Quest IV, 
Then, in Brian Mori arty 's Loom, 
experimentation with camera 
angles' and scaling (see panel 
elsewhere). Cyberd reams, 
however, have taken the next 
logical step and digitised the 
central character. Crucially, 
they've also added dynamic 
rescaling, with enough steps to 
ensure that the process is totally 
smooth. Walk Dawson 'up-stage' 

"lite PC is now the machine 
of choice for adults. We 
can do mora with it, even 
if sprites would come in 



TE« 



,:- ,1 v 






-*t-up. Co-Founder 
Pat Ketchum was one of the 
motivating forces behind Sullivan- 
Bluth Interactive Media, 
responsible for Space Ace and 
Dragon's Lair; before that he 

launched games as diverse and 
impressive as : 

Position P- _-.::■ )tam I Seeley's 
background -: via* a sseli at 

I credits cover 
games ranging from Rocket 
Ranger to Indiana Jones on the 
NES. John Kraus* was previously 
at The Software Toohvortu, where 






stature but he grows 
Very good roly-poly. 

Rescaling makes such a 
difference because it doesn't just 
affect the way the character 
moves, it also gives the graphic 
designers much greater freedom 




There's more to the scenery 
tlian meticulous detail and 
technical competence, however. 
As you explore the game, you'll 

ili'M I ■' h: .,:/' . 

this bourgeois hires des res is a 
Gigeresque dimension of he 




e. this is the Real 
ndy Mountain - and 


objects to indicate a possible 


of reality, of course 
s fantasy work best 


, lot of time endlessly clicking on 


the Sierra games, 
oss Pat Ketchum, 


looking for, for example, 
trapdoors and the like. 


t would be nice if 
omething that 
tale.' They've 


Knowledge acquired by the 
character has to be completely 
reacquired each time you play 
again from the beginning. In oth 



#*} 



s, you may k 
previous games that it's possible 
to perform a certain action, but 
still not be able to do it until 
Dawson has caught up with you 
in his current incarnation. This 

modern animated adventures - it 
can become a bit of drag after a 
few plays but it's difficult to 
suggest an alternative that won't 
destroy the fabric of the story. 

I don't think anyone would 
disagree that Dark Seed gives us 
pretty much the same pudding we 

re getting in 1983, but they've 



made considerable and 
siynitic ;■ ■ 
presentation. 

Most imporrar; c' a. . 




YOU MEND CHIMERICAS BROKEN HEART' 
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PROBABLY THE STRANGEST GAME EVER ! 
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HE BLACK GA1 
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E |^ TEST 



Stop, stop STOP! Don't turn that page! You're about to 
enter the Screentest section, a highly complex and 
thrill-packed environment, and you'll only get the best 
out of the next batch of pages if you know how to find 
your way around. So why don't you invest a few minutes read- 
ing through this guide, and fully versing yourself in the ins and 
outs of the ACE Screentest system? Not only will you come out 
the other end a more rounded person, but you'll know what all 
the little logos mean as well. So, without further ado let's get 
down to It and let's do it. 







BENCHMARKS 



©C* 



COMPARE ANDCONTRAST 

As an easy frame of reference, ei 
ery game is compared to either an- 
other in the same genre, or maybe it's original tion Is complete 








ar differences In 



any. go and remedy the situation Immediately. 



ur opinion, the very best in its particular Genre. By 
of the Benchmark, you will be able to decide If par- 
h game's design would make the current Benchmark 
re or less appealing to you. Also, no software col lee- 
contains all the games listed here. If you're missing 



THUMBS UP & DOWN The most impor- 
tant positive and negative points in at-a-glance sni™., 
format. Maybe it's too tough, or lacks a two- ™I[^.' 
player option etc. 



RATING A score out of 1.000 


- the most instant guage of a game's quality. 


further qualified with scores out of 10 for 


Graphics, Intelligence needed to enjoy the 


game, Audio and Fun factors. 


PIC CURVE A prediction of the lifespan of the 


game's Interest. An arcade blast may have lots 


of instant appeal, but will you still be playing in 


a month's time? 


HINT Found on the centre pages . > • jdM 


of most reviews denoting - sur- -- ^flW 


prisingly enough - the loca- _~ ^EBflr - 


tion of a handy start-up tip. i'^P' i -~ 


TRAILSLAZER Awarded to games of 


outstanding all round quality, . A 


and generally viewed to /ilika ^\ 


further the art of games ^WrWOmm» 


software production. A TjrrilMrlfiff 


game bearing the Trailblazer >UUE^" 


logo should be bought without hes-^/ 


Itation. 



SOUND, GRAPHICS AND IDEA These 
awards go to games excelling in a particular 
area. A game which fails to get a Trailblazer for 
rounded fabness may still walk away with one 




SCKIENTEST 



SIMANT 



V'S- 



| he v. ord simulation simply isn't good enough for the 
boys and girls at Ma\i>. No way. Following an alternative agenda to the 
rest of the games de\ elopers out there in videogame land, they like to play 
with 'software toys'. That's California freestyle for you. So, what the heck 

* iK» iii "■ - - tuallydo? we've got a love thang. As Muds puts it, players 



While 
ware toy' alii 
of the fun co 
lying sys 




:: die. -Jien? 'The are rewarded fur t nativity, expertm. 

nes to make the understanding - not for rote memorj 

ordinary games, le-jerk reflexes, 

e first two 'software toys', Sii 

personal goals to be pursued. Part SimEarth, have both won critical and 

s from figuring out how the under- acclaim in Europe , US A and ] apan for I 

ofit. In of fun and skill. With SimAnt' the i 



„ l.ls 



Can you really learn from and, more impoit.nit- 
I; enjoy the process of managing an electronic 
an: colony 3 That's the make oi break epiestion 
which must have worried \1a\is tltrou^bou; :he 
production slaves oi :his inilMU. u-jcase. Al least 
the neal idea of :bis project ;;oes some way to 
-■'.| l.:.il: al ■. iiili.i ?c-,erva:ioilK from plains. Mo. I 
people are fascinated be these very industrious 
social insects. Ants are part of human I oik lore 
and regularly make their presence le!t al idyllic 
picnics in the- couture side or Te siniar jat .en I, 
home. Now you can peek arte pola ■ a I oi 1 1 al aim. .:- ; 

'.'. T.o.n the need el ;i I'liceeas Salter microscope 

fiasod an. nee accurate ;.< aieea information 
i.i: ar:l I'.oinys on, SimAnt provides an ie-ajll na. 
life as an ant. What do they prefer to eat? How 

I e l.n/ nes: ! vi e lien;..!;. ;v i i. . : 1 1 1 .. I ..; 

Win ao ike-, leave scent trails around your back 




j^njen and kill lien? All Ihi-sc- questions are not 
only answered, you must also Learn 1mm them m 

- "... V -aiucssiiii iis ;i captain ot'.itrt indn.s 
try Gaining experience through experimentation 
u the name of : his game i .ops, sorry about that, 

..:■.- toy'. 

tgan if.-.teittial and revealing book 
■bout our small pesky friends. Iln> main brains 
behind SimAnt, Will Wright and Justin 
McCormick, asked for assistance and general guid- 

■ .i'ii out' oi I in' Harvard Li live isrh profes- 
- :rs responsible for this Pulitzer Prize nitinijit; 
- : rk. Edward Wilson did a most respectable job 

■ j.ir.i. making- sure every detail was facta- 
. . .rret 1. 1 ve certainly never seen this much 

stance, that ants regulate tire temperature and 
aridity within their nests by controlling the air- 
in- through the various pathways enclosed? This 

line startling snippet ill trivia from literal- 
.rrdreds contained inside the game and i om- 

-rvi i-d-jvigi manual. There's also a hyper- 
.---tvle information window which can be used 

■•■ i nl di:i--i ; j I in snmilalni: In li'veal nse- 
. scientific facts ami a ten strategies for suc- 
ceeding at SimAnt. 
Maxis obviously likes to take big risks «. ill) ji:\ 





software project that conn's along. In 

potentially dan 

experiment. SimAnt is the first game from 
Maxis without any form of copy protection. 
It certainly makes a change to forget those both- 
ersome password systems before playing the game 
every time but is it worth the chance of total pira- 
cy? These people hope you will not steal their work 
by giving away copies of SimAnt to your friends 
and colleagues, rhe) re* ton copy protection is 3 
pain in the butt for everyone and would like to 
stop using it from now on. This, of course, 
depends on the reaction from you. Another inter- 
esting development, eh? 

The basic idea of SimAnt is to oversee a colony 
of black ants in the Quick Game or take over the 
entire backyard in a Full Game. The garden and 
house are actually divided up into almost aoo sep- 
arate sections known as patches. Each of these 
can hold a single colony of black and red ants. 



. SimAnt must obviously be rated 
against the other Innovative creations 

from Will Wright. Forgetting the C64 
classic Raid on Bungeling Bay published by 
Broderbund, Wright is best known for SimCity 
and SimEarth. Now, I've never been a fan of 
the latter 'software toy'. It's far too compllcat- 

ment. SimAnt scores over SimEarth, therefore, 
on successfully mixing entertainment and edu- 
cation. Nevertheless, SimCity remains the 
best of the brood. This is probably because it's 
the closest to a straight game out of the 



An Experimental 
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those trendy teachin 


memo 


'80s. You've got a fre 








out the handicap of 


m set 


or direction. That's 


right, 


make your own exc 




this one. There is no 


v.'.emr. 


losing in Experimen 


til Gar; 


thai would lie iai loo 




for modern thinkin' 


ree-™ 



me at all. 


usni 1, 11. 1:; :: Imi , 1 .1 .■■;.. 1 i... .1 1. :ln-\ ii.s: 


program 


V3i about their business v.rliuiir vmir help 1 v, ■-, 


aslighth 








avadable 


to tasty morsels ot t< » >d or into victory against the 




rival red aril coloilv. lies is ai hieved liv altering 


ke one of 


the behaviour and biology makeup of the entire 



' tools are included to 



muck around with for food or nu 

i- 

*'f* he word 'edu- 
n tainment' is 

jr being more 

s — strongly 

emphasised. Can you 
., really learn from and, 
r more importantly, 
:s enjoy the process of 
L managing an elec- 
a tronlc ant colony? 



which need to be taken into con- 
sideration. If the black or red 
queen dies before another colony 
has been formed, the simulation 



iiis gives a close-up of the ant's 
orld. It only shows part of the 



ofgrounr. 














hat happens. The c 
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jottleofmethsand 




matches to 


ilea 
















kids, it's 


ruel and nasty. 






seve 


ral ants at once or t 












under the surface 


big boss 


rfthe black ants. So 


nam 1 


-■. . IS:.,,,. 


foot 


... vou! 


you're ye 


low!?! I guess this 


n.dist 


nguishyou 




her views of the Si 



[MANT 



"Ants are so much like human beings as to 
be an embarrassment. They farm fungus, 
raise aphids as livestock, launch armies 
Into war, use chemical sprays to alarm and 
confuse enemies, capture slaves, engage 
In child labour, and exchange Information 
ceaselessly. They do everything but watch 



Lewis Thomas, The Lives of a Cell 
"The biology of ants Is about the history of 
societies and institutions, and about the fu- 
ture of cities and computers." 

Kevin Kelley 

"They taste salty." 

Cassldy Wright 
"Go to the ant, thou sluggard, consider her 
ways and be wise." 

Prove* 
"Not so much the weight of an ant in earth 
or heaven escapes horn the Lord, neither 
Is aught smaller than that, or greater, but 
is clearly written in God's book." 

m 10:16 





■ SIMANT 








triumph and oust his family from this hon 
eat all the goodies in the kitchen. Even insechc 
shouldn't stop a determined ant from overall dc 
ination. On the subject of death, it doesn't re; 
matter if your yellow ant is killed. You'll sim 
be reborn in the next ant that hatches. One gi 
trick in the repertory, is the ability to physic 
swap bodies with other black ants. So, for exa 



the same on all formats. This is 
a bad mistake, for instance, 
when only 16 colours are used in the VGA 
graphics mode. What a waste, eh? Getting 
down to mundane everyday matters, this 
comfortably endowed adaption supports 
EGA, VGA, MCGA. Hercules, Tandy Graphics, 
AdLib, Sound blaster, Sound Master and 
Tandy Sound. At least 640K RAM and a hard 
drive with 2.5MB of free storage space are 
required. Don't bother playing Sim Ant with 



have a better chance for survival in the ferocious 
attacks that will occur. It should be noted thai if 
you ''-J manage to get yourself slapped about, 
the black ants will be motnenlarlh undirected 
and me whole battle could be lost. It's wise to stay 
just behind the main thrust of your ant invaders 

to me enemy HQ. Sneaky is the way to do it prop- 
erty. The red ants actually have the equivalent of 
vou leading them on. If this Red Terminator can 
be found and destroyed the red ants will floun- 
der for a few brief but crucial seconds. 

Sound effects can contribute to your success, 
too. If you ever hear the sound of a lawn mower 
i in id) du( k undei ground or 
you could be really cut up by the experience, It 
doesn't take long for the surrounding area to be 
littered with the garbage of complete and utter 
war such as hideously torn limbs and severed 
heads. The spider is far less frightening and dan- 
gerous. Maxis just included her in there tor some 
j-jar.s. [fvou switch the appropriately titled ~;lly 
mode on. you're able to see what all these inset Is 
_ eioul mi speed: huhbles above their 
heads. Please remember, this is American fam- 
ily humour before iud^ri^ lite u/.ialiry of gags on 
display. 

The first casualty of war ma;, lie innocence but 

. l.-\ .1 ,|i.i • : i ■ 

numerical superiority over the enemy, -lien going 
i ' > 
is turning against you, start breeding before the 
nest is overrun, and try your luck on the next 
patch. Think on a global scale, don't concern 
yourself with the success or failure of'individu 
a I -, kin nislies. That show the real ants get on with 
the game of life and they've done a pretty good 
job it: tin past („::, million years of existence. 



handling the Amiga v; 

this one. It should be ready for 

thin the next couple of months. 



Sorry, there are currently no 
plans to convert Sim Ant onto 
your computer. Letters of dis- 
gust and dismay should be 
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Imagineer tsalway 






ranvth 


ng with the 




calibre of Sir 


nCity or Pop 




he crafty com 
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a squlllion console conversions of popular 
computer games from Maxis and Bullfrog. 
However, this adaption of Sim Ant isn't 
going to be any good to us without the 
Inclusion of some good old English text! 
Like SimCity and Populous before It, a nice 
mousy gadget Is desperately needed to 
make things happen properly. Shifting a 



What yer talking about, 
Maxis? Apparently the design 



development stages of the game. A deci- 
sion en the viability of such a monumental 
conversion to this handy little deck of fun 
and frolics has yet to be made. 



One of the oldest living creatures in the world, ants live everywhere except in the coldest or highest regions 
around. At any given moment there are at least 1015 living ants on the earth. Like sharks, they haven't physically 
changed much in millions of years. Ants are also the strongest creatures around in relation to their size and can 
carry a back-breaking load of 10 to 20 times their body weight. Being social insects, they can call upon the rest of 
:•* colony to help lift anything heavier than this. Ants have no feelings of fear, pity of mercy. They are the Termina- 
tor of the insect world and will always be back for more. Their only reason to live Is to ensure the survival of the 
colony, even at the cost of many individual 
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..it's worth a look if you're 

'. different from the endless supply of 

flight simulations, platform romps and graphic 

: I- I:kI ;in: lirnr .-;" Jirrc- 

be deeply grateful. 
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Release fTBA Late March 



ULTIMA UNDERWORLD: 

THE STYGIAN, 




tering away from the main group and forming 



Abyss. (Okay, so it's hardlv the most plausibM 
explanation as to why the Abyss has so many dif- 
fering treat mv- in sikii d^-r proximity, but it'll 
have to do.) 

The Baron's guards escort the player to the 
entrance to the Abyss and throw him inside. As 
the mighty door slams shut behind him, the play- 
tun [ling. That's the only Word to er hears the thief guard shouting that the player 
will not be allow re to leave unless he's accompa- 

describe Ultima Underworld: The Stvgian Abyss. Actually, that's not quite niedbyAmi 

As usual, all this preamble is convoyed In a I. mi; 
, ~„ . animated intro. It's no better or worse than any 

true. There are loads more. RoughK two thousand, intact, enough to till six other of it . fi typCi almough tri0se with a 

Soundblaster dlti.-ti ii> lIh-jj- PC will enjoy the odd 

pages. But I'll set to them in a minute. For now, 'stunning' is the only sin- laugh or two at the stilted digitised speech record- 

r & '"' ed for the characters by various Origin staff menu 

.1 I ord ikilisb' Garnoll hirn- 

gle adjective that completely sums up the whole Underworld experience. sdf ^^^ ] , artlCL1 | ;irly chuckle-worthy is the 



And what an experience it is. It's the closest thing 


waMjt 


u believe it?) ti 


eBaro 


orders 


that the 


abart ers loikely.ers Dick Vin Doike's in Mairy 


I've seen to Virtual Reality - You can't stop me! 




.cue his stolen 


child. 








I've said it now! - on a home computer. 




M saw the wizard and 


die troll 


ntenng 


was recorded by Martin Galway, who is actually 


But before I start getting into serious hyperbole 


the dreaded Great Stygia 


iAii- 


Manyy 


arsagc 


British born and bred.] 






■ the vataT 




aupac 






again :he player assumes the role of the Avatar, 


theAbys 


■s labvrinthian 


depths 


consist! 


.gnl'al 


the player has to go th rough the usual Rl'C t her, 


hero of many previous Ultima games. Feeling a 




of weird ant 


wont 


erful B 






strange ami urgent compulsion to return to the 






lid eve 




n peace 


tasyalter-cgo to explore Ihe Binif world with. T ( 


land of Britannia, the player steps through a mag- 


and ham 




colony s 


oondis 


be fair, Underworld's desiguei s nave made this 


ical moongate... and straight into trouble. 


solved in 


o anarchy, with differ! 
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the most boring aspect of RPGs, pretty painless 


The player finds himself in a lavish castle bed- 
room where .; kidnapping is in progress. A mys- 












the player only has to make a few simple Yes/Nc 
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A short while later and the player is brought 
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' Sorry, Shadowtands. I' 
you've got to lose your Benchmark 
status, and after only one month at the 
top too. Ultima Underworld just blows you 
clean out of the water. Although lacking Shad- 
owl an ds' unique multiple-character control. 
Underworld scores higher in almost every oth- 
er department. After all, this is the nearest 
anyone could get to going down a medieval 
dungeon without wearing a cast-iron codpiece 
and doing It for real. A masterpiece. 
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er as that game was on the top- 
■: .ved efforts that existed before. 
You can bet your Elven boots that *h« Oltfy Sin- shelves to clamber onto and deep 

jqul] be seeing a lot of Underworld gle adjective chasms to leap across. It's even pos- 

dones in the next few months or so. (fla( completely b ' bk ' t0 S n for •' ™" inl in tht ' man >' 

Well. PC owners will anyway. Z. .. , P°° ls and rivers *« at course 

. „,,,,. s.Ti (1 us number- SMS Up the Whole „,_,., ,, |( . ^.^ ^ ; ,„ 
crunching going on beneath Underworld expert- frigiuemngly realistic, and the feel- 
Id's attractive exterior, and ence. And What an ing of 'being there' is enhanced by 
I'm afraid that the poor old Amiga eX rutrianro it is. the motion effa ts, like the slow bob 

♦r.d Atari ST just can't keep up. 

swaying and dipping when in water. 
Lie Du- _ ■-. iews the game There are four detail levels which all™ the plaj 
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a ULTIMA UNDERWORLD 



IS THERE ANYBODY 
OUT THERE...? 

The creatures waiting to be met in the 
Underworld are a nasty lot. Smelly, slimy, 
villainous, treacherous and downright un- 
l ike a We. they'd sooner stick a knife In 
your back than give you any help. 
But there are some decent types 
m there in the catacombs. Keep an 
eye out for the Banner of Cabirus {shown 
right) painted on any doors ■ beyond 
you'll find fellow humans willing to lend a 
hand and offering food and comfort to the 
needy. They're a bit like the Salvation 
Army of the World of Britannia, except 
they don't try to 

ie by going around the local taverns 
desperately asking pissed revellers to 
buy copies of The Warery. 



othingyouve ever seen before will prepare you for 
your first experience of the incredible Ultima 
Underworld. If it got any more real you'd have to 
undergo a medical examination to make sure your 
heart was capable of withstanding the rigours of the 
game! But to give you, the dear reader, some idea of 

the perils that lie ahead for would-be dungeon delvers, peruse these 

shabbily-arranged screenshots on this here spread. 
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a ULTIMA UNDERWORLD 



*■ Underworld's fantasy realm. And you'd be for- 
given for thinking that th i s v. idi ■ ™ n p n jj i :n p] i . > 
a cumbersome control interface but you couldn't 
be more wrong. All player control is via mouse 
and/or keyboard, wilh the former providing the 



st fluid m 

The main j 
dow showing the player's 3D view, t 
which is a set of fivf ;jci-. :-i 
is easy; the player moves the mouse 
pointer over the window and clicks. Itlma Unde 

Depending where the pointer is locat- w orld i s a 

ed in the window, the plaver's char- _, r * a ' knoek ' 

acterwill walk forward, walk fcrwari ^"'J g !^ 
and to the left or right, step left or ,„ ^j^/",.*, it', 
right, step back, jump or simply turn nj-nj-,, M - .,,„. 
left or right 

It's all very logical. If the poi 
at the top middle of the windt 
will walk forward and if it's at i 

of the window then the player steps back. Get the him.. 
idea? As a memory aid the pointer changes 



a appropriate directional icon as it's moved aboift 
the window. Although initially it seems a bit con- 
fusing 1 was surprised at how quickly the control 
became instinctive and second nature. 

You can probably guess the routine for using 
the action icons: click on an icon ten click (using 
the second mouse button) on the object in the 
window. For the experienced player even greater 
ease-of-control is provided by the fact that rnak- 
„ .^ in 8 th « 'con selections can be short 
M Is a n " past ™ a nriep f of mouse-dick 
. u—j-j,. combinations. 

Most of the icons are pretty 
-tj: ^it-forward and self-explanato- 
I 00 k ' a I [ ow s 1 h e pi ayer to exam - 
ine the weirder objects found lying 
on the corridor floors and read any 
" is messages scratched into the stone 

then the player walls. "Pick up' allows the player to add newly- 
middle -ed items to his inventory and 'Use' lets 
them in a manner appropriate the 
Thus, if the pi: 



A game as complex as this 
doesn't come cheap ■ at least, 
not as far as your hardware 1$ 
concerned. Underworld is strict 
ly a 2S6-colour VGA game only and Origin 
recommend a 386 PC or better to get the 
best out of it (although I found the game 
worked more than adequately on a ZOMHz 
286 J. The more soundboards you've got the 
better (Roland for music In tandem with a 
SoundBlaster for speech is the ideal combi- 
nation ■ but you could 've probably guessed 
that for yourself). Surprisingly Underworld 
comes on just four floppies and takes up 
just ** Mb of your valuable hard drive 
space. Who says big things don't come in 
anymore? 
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a key then it can be clicked on a locked door 1 
try and open it: use'irig ii an where else is unlike- 
ly to produce any result. 

More interesting is the Tight' icon. When 
clicked upon the player's currently-held weapon 
appears in the bottom of the world window, as a 
the player were really holding it. If the player is 
weaponless, then 3 fist appears. Holding down 
the second mouse button starts to build up the 
strike's power, indicated by a glowing pad ; kmy 
ing from green to amber to red. it's up to the play- 
er to decide whether he wan is to opt [01 bus of 
quick but relatively-weak blows or slower b\ 1: ki«h- 




includ I ng fu II speech t h 
And to celebrate the release Origin are 
arranging a special tour or Britain by their 
trained fleet of areonautlcal pigs. Expect to 



you're hopelessly optimistic. 



When Atari launch an ST with a 
20MHz 68000 processor, 256 
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experienced Ultima fans, exc 
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Ultima Underworld boasts four detail levels to choose 
between. At the highest detail level you get the full 
works - walls, floors and ceilings all lovingly detailed. 
Go down one detail level and you lose the coarse stone 
ceiling - it's replaced by a graduated grey flat surface. 
Go down one more detail level and you lose the stone- 
floor effects, again to be replaced by simple polygons. 
At the lowest detail level there's no texture mapping at 
all - all the dungeon corridors are depicted in polygons. 
Boo! At least that means owners of fairly under- 
powered machines can enjoy some of the experience. 
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STRIKE 

Return to the Gulf 



here's something very sexy about heli- 
copters. Maybe it's the ominous thudding of the rotor blades. Maybe it's their 
mosquito-like manoeuvrability. Or maybe it's the incredible destructive force that 
one of these miracles of flight technology can deliver. And no medium is more 
capable of displaying a chopper's awesome abilities than that of the video game. 
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Following the briefing eon irs an opportunity (or 
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the player to select his co-pilot for the mission. 


land mi fool in search of combat. Instead, all the 
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Here we have the run of the mill data sheet for 


boring bits of a combat zone can be flown across 
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each potential in pi.ol, :c\c.ilit'.g tile prrsonalil) 
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and destroyed ■-•. ilii «:e.il precision. It's the best 






(more of that later) at the expense of being a use- 


of both worlds. 






And Desert Strike is the best of the best of both 
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but will show httle remorse after offing friendly 
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troops. Once the most rounded man for the mis- 


remarkably similar to the age-old Spectrum clas- 






sion in hand has been selected, the control method 


sic Cyclone, it's 1 la re- bones combat frenzy. Bereft 
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can be determined. 


of all but the most rudimentary storyline ('"a psy- 






There are three available. Cockpit, From Above 


■ -in :i .... ii.. n is thicatening tu -".:ir. Wore. Via: 


It's been a long time since the balance be 




and With Momentum. The cockpit view rotates 


Ill and must be destroyed") the game puts the 


rcade action and some bearable strategy ha 


bee 


the helicopter about its horizontal axis, with up 


place: at the controls of a combat helicopter in 


truck so well. Desert Strike (orc.es the pla 


yert 


on the joypad moving the chopper in the direc- 


the midst of a bloody conflict in the Gulf. 


link all the time while never making hit 


wai 


tion it is facing. The Momentum option is the 




The nerve and skill of the co-pilot will iiiiix:h 
ailed Iln' player's success in combat, since once 
the helicopter 
and the fire bt 

intelligence will select a target to plug away at. 
Providing that the co-pilot is of a reasoiul de i i :il- 
itv. !:•,■ v. ill prioritise and shoot at the most dan- 
gerous target; in a :i! ;ilii: hicui'.lil. il s a definite 
dis.iih.aieage In In- saddled with ;i gurmi'i who 
would rather shoot at a soldier armed with a car- 
bine than take out a rocket launcher capable of 
inflicting massive damage. 

Of course, the player can determine which 
weapons are actually being fired, using the but- 
tons to cycle through cannon, hellfire and hydra 
missiles, but it's the co-pilot's accuracy that counts. 
Once the co-pilot has locked on to a target, hold- 
ing down the fire button will enable the player to 
dodge enemy fire while still blasting away, 
. heidi gamers can thus save their 
valuable missile reserves by giving themselves 
longer to machiue-giui targets in dodging the 
ingflre. 
Even during the most basic encounters with 
nemy troops, the player can have a right old 
iiigh. Learning how in get lie.- most out of the 
iclicoptcr's abilities is almost as satisfying as blow- 




same Except the helicopter has, we 
and so feels very realistic but is impossible to fly 
accurately in tight situations. By far the best option 
is From Above, which is the least like flying a real 
helicopter but is the easiest and most fun. Here, 
the chopper simply goes in the direction the play- 
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terly, completely and totally polished, but 
Desert Strike comes close on a number of 
scores. The balance between blasting and 
some low-level strategy is a big plus, as Is the 
rather smart co-pilot set up. However, Desert 
Strike is let down somewhat by the occasional- 
ly scratchy graphics and s.l.o.w.i.n.g d.o.w.n. 
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tas difficult as it sounds Distinguishing '• -i Vi mi i a e. i: 

uffident *» player IS structure of the campaign its. 

s player forced to think While many similar games v 

longing a it H, e Wme send the player off to take soi 

t s quite while never hav- 



before getting into a 
6 good fire-fight. 
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'hile still re 

asic principal of destroying 

a. 1 1 il. 1 1. 1 • in ti in i I i mm" 'nil it i i hing h :: Upl ti- in. i nl -in i ill r 

armour and rnedi [jacks) as well as friendly MIAs Blow Up the bio-weapons factory. Blow Up the 
and enemy top-brass ripe for interrogation. power stations. Blow Up the POW camp. ►« 
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QDESERT STRIKE 



WANTED: Unattached professional (n/s) for 
short-term holiday wo* in sunny climes. Air- 
sickness a disadvantage. 
Lone-wolf solo mavericks need not apply for 
duties In this Gulf scenario. These missions are 
definitely a team thing. The best chopper jock 
ey In the wortd Isn't going to get very far h a 
hostile situation without a solid, reliable co- 
pilot to watch his back and take care of the 
guns and winch. 

But who's the best person lor each mission? 
Who can keep their head In a tight situation, 
and who will crack and degenerate Into a 
stupid gibbering jelly? It's very much a matter 
of guesswork. Or at least It WAS, but now, 
thanks to the ACE Combat Dating Agency , we 
can shortlist the following entrants who are 
just dying to take a trip with you. 
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Stage Three ■ Airport At 




his is Mission One. All 
relevant Information to do 
with the current section of 
the campaign is stored in the 
handy Electronic Battlefield 
Computer, which can be called up at any time 
by simply hitting START. So come with us as 
we fly into the danger-zone and strike a blow 
for justice! 
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This ,,11 ji: 
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action. Indeed, the frustrations endui 
the player's final helicopter is downed right at the 
end ofa tortuous mission are truly demoralising, 
but never quite bad enough to make future 

attempts unappealing. 

Although he receives little help in combat sit- 
uations, the player can make the most some lim- 
ited ground support, normally on the outer mark- 
ers of the combat area. Whenever he has rescued 
POWs or MI As on board, the player can drop 
them offat one of these friendly sites. L'suaiU 
there will be some fuel and/or ammunition avail. 
able here, but more importantly the helicopter's 
armour will be replenished to a proportional 
degree depending on how many rescued troops 
are delivered back into allied hands. 

An unusual discipline must be learnt if Desei : 
Strike pilots are uoinja to have much success. The 
helicopter can orljy carrya certain amount of mis- 
sies and fuel, and its armour can only withstand 
six hundred points-worth of hits (whatever that 
works out as in bullets). So collecting goodies 
when the helicopter is already ai a highly armed 
state is a complete waste of time, and will prob- 
ably mean there will be no ammo left when it's 
really needed Again. Ill is adds to the drama, since 
the player i:s forced l» contimialk make !r > . 
derisions whether he tan hold on (or extra fuel 
or ammunition until the end of each firelight 
ensttriti" thai the su.iseqner-: goodie-scoop is of 

Another unusual feature is the way in which 



load of five passengers. Failing to i 
plete bunch of rescued bodies may 
scoop of the next bunch of peoplf 
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What can we say? This 
on of the game must hang 
In order for 
it to justify being the first ever 
Mega drive game to get the ACE Screen test 
treatment. Apart from some slightly dodgy 
scrolling and a rather w,i shed-out look to 
some of the graphics. Desert Strike looks 



Yos. Those masters of the 
Megadrive Electronic Arts an 
preparing one of their most 

even as we speak. Depending on by the si 
cess of the Megadrlve version, Amiga owr 
ers could look forward to playing Desert 
Strike as early as December. Now that 
would be a Christmas Crai 
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D/GENERATION 




, ATELINE 26th June 2021: The unthink- 
able has happened. A major accident at the Genoq biological weapons lab- 
oratory in Singapore has resulted in the entire research complex being taken 
over, with the scientists inside now held hostage by their own freakish 

creations. With mutants of the A, B and C gen- 1110, is p:ic »;i»- it> mv ul Genoa's top doc. Oblivious 
erations running rampant around the building to the situation, the courier jetpacks (it's the only 
threatening the lives of everyone inside things way to travel) onto the -oof of the Genoq building 

latest prototype weapon - the awesome, shape- Of course, you've heard it all before in one way 

changing D/Generation also on the verge of or another. Hopelessly-inadequate everyday Joe 

escape, every life on Earth could well be at stake! battles deadly adversaries against impossible odds 

Oh dear. Well, you know what s called for in and wins ■ hopefully, anyway. But while 

this kind of grave situation, don't you? Yup, that's D/Generation 's story may be essentially as old as 

right, an unlikely hero. In :h;s case, mankind's the hills :\ Jbyisa 

hope for the future comes in the form of a lowly sph ■ 

d ispatch rider charged with deuveri ng a n anony- It' s not particula rly com plex or in any w 
s just a straight arcade advenh. 



reyof the building - you star 

s'so.m brief I ul/,„nl tin. 
le plot -who caused the accident 







The blanks arc filled mbyllu 

the first of which is Genoq's unft 

ty robot when the player firsl enters the building. 

tionist. who goes on to tell you of the importance 





i.l an end to the bio-tyran- 
ny and get to the bottom of the enigma. 

Though each level of the Genoq complex works 
as a single area, with the various screens inter- 
connecting in the usual map-like fashion, each 
screen is pretty much an independent game, pre- 
senting its own individual set of puzzles and 
■ .J one theobjed is notl 
ing more complicated than getting from one door- 
way to the other, collecting any useful objects and 
rescuing hostages along the way, although the 
building's sophisticated security systems and the 

to make that simple task as un-simple as possi- 
ble. Unarmed and ^experienced, tin' player's ini- 
tial resources are few and far between especial- 



ly considering the ferocity and efficiency of his 

opponents. The character walks in eight diret ■ 
tions around the 3D environment, with no abili- 
ty to jump, duck or otherwise avoid alien attack 
- apart from running away, of course. Fortunately, 
there's a laser weapon to be found near the start, 
and packages of grenades later on, considerably 
shortening the player's odds of survival. 

h eaponry and ly solve a small 

percentage of the problems thrown up by the 
^at:-n\ hoyveyi: -:,..,.■ . ■ I ::ir -one. quk.x 

-. I 1 l ! - 
that will see you through- The automated secu- 
rity systems mi 



-eliiot 



: Hied 



:n;eisn, 



from electrified plates in the floor that flash 



and off (they all run to a preset, learnable 

sequence) to rotating laser turrets that look like 
drainpipes sticking up from the floor. As they turn 
through 360 degrees, they can only see the play- 
er if the "eye" is pointed right at you - the trick 
is to walk round it in a circle, keeping its back to 
you at all times. 

Considerably more dangerous than these auto- 
mated bad-guys, however, are the biological 
neogens. Emanating from generators in the floor, 
they arrive in deadly forms as the player pro- 
: J if. ally they appear as big, red bounc- 
ing balls, and later on turn into big, blue bounc- 
ing cylinders, but the effect is much the same. 
■What makes these creatures so dangerous is that 
they home in on the player as soon as he comes 
into their field of vision, "cloaking" themselves 
by turning into a transparent outline that makes 
them more difficult to see. A single laser shot puts 

it eaaanca, Dj Generation la a 
vary old-fashioned game, hark- 
ing back to old 8-bit isometric 
puzzle classics lika Knight Lore 
and Gat Dexter. 

paid to each one, but that won't stop them com- 
ing ■ the only way to do that is get to the genera- 
tor itself and shut it off by walking over it. Towards 
the end of the game the neogens become even 
more advanced, possessing shape-imitated pow- 
ers not unlike Terminator a's T-1000 which 
means that any person or inanimate object could 
be death in disguise. Nasty. 

Since the elect ronit systems enemies can't be 
knocked out by w e a p-i ins, and mere are often too 

deal, an alternative is to trj :o deactivate the sys- 
tems by means of the electronic switches that are 

a regular feature nl ..lnu>:-e e.nv -ooiu. v 

untu have more than others, and there's no way 

to telling what a switch may do other than gi 





Phew! To be honest, there's not a great deal to compare something like D/Generation too, as 
games in the isometric genre are so few and far between. Probably the best game in the genre 
prior to this is Electronic Zoo's very fine underwater adventure Treasure Trap. Combining arcade 
skills and puzzles in a similat way to D/Generation, it certainly offers a hefty and long-lasting 
challenge, although many players may find the slow character movement and heavyweight puz- 
zles a bit too much for their liking. The fast, pacy and none-too taxing style of D/Generation 
makes it a better bet all round for those on the lookout for a game of this type. So there. 
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he player can certainly find hint- 
self right up against it at times in 
D/Generation. Each individual 
screen can be a veritable 
labyrinth of devious puzzles and 
traps, many of which can only be 
survived if completed in the right 
order, at the right time. In order 
to get you ready for what's to 
come, we present a selection of 
scenes from D/Generation's first two levels. Don't 
expect this to prepare you for what lies beyond, 
though... 
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ly effect! ve 
mpllcity of the sprites 
and backgrounds. The primarily 
colour* used make the VGA version look 
almost Ilka EGA, but It works well neverthe- 
less. The simple nature of the game means 
that It'll run well on the lower-end 
machines, although the lack of any sound 
card support is a bit of a letdown. 



No firm details as yet, although 
the chances are that a 

e version should he 



► ting your teeth and hitting it. Their most common 
purpose is the opening and closure of security 
doors, allowing access to other parts of a room, 
or from one to the next. And, of course, they can 
toggle the security droids on and off. As the play- 
r- progresses onto new floors, the function of the 
switches becomes more complex. Some may acti- 
vate more than one system ■ for example, a switch 
.Irai opens a \ 
-.'iiico isl>. or even artivak-a si:c uritydroid in the 

are secured so that they can only be activated once 
the right key has been found from somewhere 
else on the level. 

siderably by the clever utilisation of the player's 




_r. it can be used as just a basic 

blaster to knock out neogens, it does have other, 

more diverse purposes. Since the laser bolts the 

effective, they bounce off walls 

i, -u :i..; .'... : ■: .1 
-.£:.:: :'. - -ascr beam can be sent ricochet- 

ing all the way around a room, either to hit a 
neogen thai you'd rather not have see you or even 
that's too dangerous to get to 
and toggle by hand. It's not exacdy Tetris, but it 
.::-- ■.:■■---- erebra] feel to the proceedings, 
- slight adventurey, mystery 
thread as provided by the characters the player 



k found cowering behind a 



to him or her there's the chance to engage in a 
conversation that may reveal some important 
dues. The player can direct the conversation in 
a limited sense by selecting a reply from a list 
whenever it's his turn to speak. In each case the 
information is limited, but the story starts to take 
form once you've chatted to several people, with 
each character adding a piece to the puzzle. Once 
a chat with a character's over, you've then got to 
escort the hostage safely out of the room, back 
past the neogens and gun turrets by directing 
them to the exit marked with a red arrow. Points 
are awarded for each hostage ushered out of the 
building. 

The end of a level is reached when the player 
finds a room with a large suction tube hanging 
from the ceiling. Walking under it transports the 
y.\i.\c\ to the start of the next storey . and a new 
restart point. At first the game seems unfair, 
penalising the player with, death foi - 
■ih. little mistakes 1 1 rtunatety, an ample amount 
oi'lives arc provided and you're warned when 
down to your last life. One more mistake and 
you're sent back to the start of the current level - 
which can be quite a long way, as though the 
maps aren't particularly large, they've been 
designed so the player often has to take the 
torturous route in order to collect 
. ; i ted in die correct order. 

In essence, D/Generation is a very- old-fashioned 
game, harking back to old 8-bit isometric puzzle 
classics like Knight Lore and Get Dexter. It's a 
viewpoint and genre that's been woefully neglect- 
ed on the heftier machines, and recent efforts 
like Voodoo Knightmare and Treasure Trap, nice 
though they are, just don't quite ait the mustard, 
D/Generation is a whole lot more playable and 
fun than other efforts in this field because the 

rfc displ ay to its best advantage. Unlike many iso- 
metric games, D/Generation doesn't rely on one 
particular atyfe oj garneplay, I here's a ftne mix 




THE GOOD OLD DAYS 

Lumme! Could It be that at last we' re seeing good, old-fashioned games making a comeback. 
With the likes of the excellent Dynablaster (previewed last month), several others and now this, It 
could be that fancy, sophisticated software may have to roil over to make way for a resurgence of 
games where payability, not arty graphics and sound, Is the key. Let's hope so... 
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SCREE NTEST 



PARASOL 



ver the next month or so, the 
right-thinking sensibilities of the games buying public will be assaulted in 
a most insidious and distressing manner. Thousands and thousands of 
words will drone on about how funny and fluffy and zany the game they 



call Parasol Stars is, and what a kooky and ker- The theory that such undiluted Japaneseyness 

razy milestone in gaming history it represents, may prove a little exotic for the Western palette 

Butlefs not kid ourselves. It's iust another bleed- is borne out by the fai: that the previous Unhand 

ing platform game with useless animation, isn't Bob coin-ops (Bubble Bobble and Rainbow 

lt ) Islands) have consistently fared worse than even 

It's tricky to cite a more sickening example of a the most tired weak shoot-'em-ups. 

ikjii:v di-signer's in. filiation gone mad than Bub The adventures of the loathsome twosome have 

& Bob , " heroes " of the Bubble Bobble series . With fared considerably better on home formats, how- 

their big rolling eyes and their dungarees, their ever, with Firebi 

stupid lit'lc puckered lips and their silly red hair, chart-' 
they make the most nauseating duo 5' 



Krankr. 



th Bubble Bobble and 

Islands respectively. Maybe playing with 
?ptab)e in the privacy 






two fat littlf 

of one's own horn 

And let's face it, once you 
the graphic style whi li 1-. in 
to a nasty acid trip and con 
unusual gameplay, the seri 
mem which, if nothinii i-lsc-. 

The first outing of the set 



ing the bubbles to co 
fessed Bubble Bobbk 



,s to rid each screen of bad- 
1 in bubbles and then burst- 
leet bonus fruit. Many pn>- 
was a bit of a breakthrough 
urn to good old bshioned 
cs. Others pointed out tha: 
two player angle i; had alio 
lever really progressed, sim- 
r and harder and li-avirii: the 
isatisfied. 






Sf * its 





rob- ^■J-"' 



tain areas of t!;, -.■■■■ will reveal points 

fruil. Performing other permutations of 

moves with the fruit will yield 

pomfs. 1 [owever. poms a re not vital to the 

completion of each level: they're just there 

lor I !,;■ player who wants to explore. It's prob- 

abl) this :ji. :. 

off potential corn-op players. Once your cash is „ |e So ^ e|ements ^ 

■:i 

'- I ■ ■ ■ I : linl i.- .-... -I ... i -i 

Wr generally don't have the patience- to explore 
levels we've aire:,.:. • v ,j As a result, lots of 
) njuldr: :. raDy see the point. When 
playing the game in a home environment, how- 
ever, there's more incentive to understand the 
game dyniiir . nlde-i extras. 

And there's hidden extras a plenty in Parasol 
Stars. Hidden doors leac ::.: . i i to home, v.miils 



A three-way C&C this time. Rainbow 
"^ Islands was by fat the more popular 
of the Bub & Bob games, even 
though It didn't boast the excellent 
twoplayer japes available In Bubble Bob- 
through to Parasol Stars? The crazy scoring 
system is still the same, with multiple bonus- 
es etc. But the rainbows are gone. Instead, 



of fruit. And it's all then 



player 



■ithth 
i their bid t. 



ii-.L!::^ 



to look. 

• the m 



Chaos 

the universe, Bub and Bob must visit eight pi 

ets; destroying enemies peculiar to each and tl 

restoring colour and happiness. Each plane 
broken down into seven levels, with the otjli 
tory end of world guardian marauding arou 
the final screen. 
And" with what fearsome weapons from 



same way as they blew bubbles in the first 
game. And the goal of reaching the top of the 
screen in Islands has been replaced by a more 
straightforward (and In my opinion, less 
rewarding) aim of clearing the screen of bad- 
dies. Parasol Stars may well win the day In 
your opinion, but Rainbow Islands still snatch- 
es it for me. 



he fact that 
Parasol Stars 
promises to 
be a blend of 
both Bubble Bobble 
and Rainbow Islands 
makes it an intrigu- 
ing prospect if noth- 
ing also. 



been equipped? A pair of para- 
sols, of course. While they may 
be weedy little bits of cloth that 
turn inside out with the slightest 
gust here on Earth, they're pret- 
ty handy in the further flung areas 
of the universe. The parasols are 

first is simply to shield th 




reens, magic droplets drip from the ceilings. 
Holding the The droplets can be caught on the parasol and 
it Parasol Stars ing else. joystick down and pressing fire then fired off left or right, allowing the player to 
'lend of both will raise the parasol, offering pro pick off enemies at a distant e. Alternatively, the 
i Rainbow Islands makes it an tection from an assault from above. Pressing fire player can build up a store of up to five droplets 
:t if nothing else. while the joystick points in another direction will and then use them to unleash a massive bolt of 
rail running through all of Bub bring on an enemy-swiping flourish. baddie-bashing energy, taking the form of water- 
ires is the collection of secret The second method involves more patience but fall or enormous lightning bolt depending on the 
g captured monsters into cer- can produce de-.aslateig results 1 hriyjijiuut most form of droplets being used. ►« 
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MYSELF, WHAT A 

Ah, life is sweet. The birds sing in 
the trees and the sun shines down 
on all of God's children. Yes. Ufa on 
Earth is very nice. But in the worlds 
of Bub and Bob things are not very 
nice at all. Not at the moment 
they're not, anyway. And why are 
things not especially pleasant In 
the land of our favourite bug-eyed 
heroes? Because that bleeding 
Chaostikahn has gone and stolen 
all the colours from eight different 
worlds, and put all the creatures of 
each world under a spooky spell. 
Now beautiful instruments of joy 
and fun like pianos and plants and 



ed into grizzly mutants of their for 

mer solves, trained to 

kill. Something must be donel 

But where to start? Well, you'll 
start at World 1 and like It, since 
there's no option in the game to 



skip from one to another, 
preset your route. And there are 
stages in the game which are so 
tough, wo doubt if you'll be enjoy- 
ing them on your Amiga monitor for 
some time yet. So why not enjoy 
them in, if you will, "print", in our 
handy easy-to-follow guide to the 
content and style of each world. We 




BPARASOL STARS 








j> So, with parasols in their hands and goodness 
in their hearts, Bub and Bob travel tii mission urn- 
Music World. While the baddies are different for 
each world, the pattern of events is largely the 
same. That is; Bub and Bob fly in on their para- 
sols and sit in the bottom cornets of the screen. 
Monsters will then explode out from a central posi- 
tion on the screen into their appropriate start posi- 
tions. In the first world, of course, everything has 
a musical theme. 

As explained earlier, actually completing most 
of the screens isn't particularly difficult. Instead 
it's completing the screens well and exposing and 
collecting the myriad of secret bonuses which is 
where the real skill lies. 

The scoring system seems rather complkatt d 
at first, but has a logical foundation Each bit o: 
fruit lying around on the level will score between 
ten and 10,000 points. The big fruits will all scon 
ioo.oqo. In order for the player to earn points 
from baddie-bashing alone, the monsters need to 
be thrown against each other when they are paral- 
ysed (indicated by them becoming green or blue). 
2000 points is awarded for the first inonste: 
destroyed this way, and then 4000. Soon inc. - 
on, doubling right up to 100,000 if the player 

obtained by eollcUinp the too eom. 



>le. I\r:js:> SI 11-, works best as 

...-■•.- Vvi'ii on the earlier levels which 

a:- -' . -.'. ■■. relatively feeble bad »ttjs. life is a 

ll.-l- !■,. . 

together. At the end of some levels, when the 
guardians become really difficult, a sole, battle 
is not really worth considering. 

But there is a price to pay for teaming up. 
Receiving a hit from a stray droplet or even a care- 
less flurry of a parasol will result m either ISuVi or 
Bob being flung across the s! iceri. Offer this will 
result in a number of monsters being bashed of 
bonuses being revealed. Devious players 

1 1 1 --. -I : I . ' . 

ally, but shouldn't expect much cooperation whi 1 1 
it comes to the end of the level. 
Each stage is effectively "cleared" once all the 



have been knocked off. The players then 

have a limited amount of time to clear up any 

of fruit before they are returned to 

positions and whisked away 

in a rather jar: in;; stroll to 'lie rex! stage. 

And so it goes tin iinti! seven stages have been 
completed and the players prepare to do battle 
with the obligatory end of world fiend. 

It's here that Parasol Stars makes one of its slips. 
Some of the end of world guardians, especially 
the girl being drawn along in a carriage by a 
demented My 1 iltle Pony look-alike take SO many 
bits before they will finally go away that the only 
real facet of the player's ability being tested is his 
patience. 

A limited number, oi 1 onttnues are available, 
but using one in the midst of a battle with the 
guardians will replenish half of the guardian's 
strcr tgl h. ' I he best polity by far is to do baffle with 
1 1 14 guardians for as lone, as one player tan hold 
out and then for w hith ever player is left to con- 
tinue the fight alone. 

The eventual va 1 up us hm» of the guardian will 
result in a cut back to the view of all the worlds, 
with a miniature Bub and Bob swooshing away 
from the recently toionred wont off to another 
grey one. It's a shame that the worlds have to be 
completed in a pi nuilar order, and there's no 
option to select the one the player fancies next, 
but there vim go. Another omission is a password 
system. Once the game is over, there's no way 
to skip through to the sta^e last attained. Instead, 
every level must be played again. Players will have 
to dedde For themselves how appealing a prospect 

Graphically, Parasol Stars is a paradox. 
Stationary, it looks like an absolute dre; 
beautifully coloured monsters silting 111 







LISTEN, DO YOU WANT TO 
KNOW A SECRET.,? 

Secrets, eh? They're what life is a I! about. Those 
precious little nuggets of information known only to a 
select few people. What a delicious position to hold - the 
owner of a secret. 

By this token, the folks up at Ocean ate In a doubly su- 
per situation, knowing where TWO completely so-secret- 
if-you-didn 't-know-where-to-loo k-you 'd-miss-them worlds 
can be found in the game that they are already calling 
"Parasol Stars". The worlds can be accessed from within 
other worlds by simply falling through secret doors. Re- 
vealing the doors, of course, is another matter. 
The first world takes the form of a true nostalgia trip, 
whooshing the players back to Bubble Bobble land 
where they can play a miniature version of the heroes' 
very first outing. 

The second - the Most Secret World - Is one constructed 
entirely from the minds of the roistering boys at Ocean, 
and incorporates all their favourite elements of the Bub 





singly in the fa 
rer when it all ra 
irioty arid rithnc 



;iii-( es i>! fmii i;h ir : . ome of the end of world 

guardians take SO many 

of the colon "b" jh hits teftw »V *"« «"" 

i assault on the senses and the volume of obj ects "* * ** ' the Only real facet Of the 

ceding animation pares the frames for each ngii: player's ability being tested Is hi* 

,wn. Although many hundred times better than patieneew 

ubblo Bobble. Parasol Stars is still a long way 

bort of perfect. played the PC Engine version will know exactly 

Of the previous two titles, Parasol Stars is prob- what to expect, and won't be disappointed. And 

bly closer to Bubble Bobble. As a two-player game I'm sure such folks will be only too pleased to dis- 

: t :he game really isn't about the wa \ > , . ..,::!,■ r 1 1 ': srq i u - r u f - w i 1 1 rete ive an invitation 

looks There are lots of worlds to complete, but to "Watch out for Bubble Bobble IV!". Yum. 
lassing scores than fin- 






, if ,:;:>: 



learning curve for the player to scale simply to fully 
understand how to control Bub and Bob proper- 
ly and '.Mirk out the rules of their em ii 
make it an aim.- mi: ::.t, iuli ^implicated affair. 

ers used to or fond cd games where thi diffii drj 

is more evenly paced and the eventual score dr:K-s:i : 

outlay carefully. I lowevcr. ians of the series and 
i:l p..ilk<iLi lln>se |ii.neis |uc'<> enough tu I'.ave 









STAR TREK 

The 25th Anniversary 




pace. The final frontier. These 
are the voyages of the starship Enterprise, its five-year mission to explore 
strange new worlds, to seek out new life and new civilisations. To boldly go 
where no man has gone before... 

It's been exactly 25 years since the l.SS Enterpris 
first left space Jim k ::i search oi'those new world 
and life-forms, and though Kirk, Spock, Bone: 
Scotty and the rest of the crew may get taller am 
more in need ol nylon hair iui'mshini:s will) e;ie 

Gene Roddenberry's sci-K masterpietc print's lb; 

SF sagas are so prolific they can < laim to be 
genre all of their own. Since Star Trek's inter 
Son there have been 70-odd episodes, a carton 
series, a so-so spin-off series frhe Next Generator 
now in its umpteenth season} and, as of thi 
month, six blockbusting feature films. 

lehyounga a i 11 m Star Trek onl 

from the mo-, le-.. true 1 nikies km.v. lhal the re. 
magic is to be found in the original TV series 

Okay, so the Enterprise did look a bit like a die- ring between Spock and McCoy. U b 1 1 a 'a i 1 1 1 1 » 
cast model back then, and maybe the costumes, sibly-short skirts. Scotty screaming "The engi™ 
ecial effects were all highly dodgy , but cannae take me more, Ca p ' n ! " . . . if s a rgua bit 



It's suitable, then, that the game that's been 
released to celebrate Star Trek's official quarter- 
century birthday should be based not on the more 

serious sopluslaLitca motks. Inn : 1 . 1 ist ■ < 1 1- 1 (2 1 

cheap'n'cheerful IV episodes. I Iris choice of sub- 
ject matter comes as no surprise. What is sur- 
prising isdie inrredible- authenticity with which 

producers Interplay I se.c u;ed to capture the 

show's look, feel and message. 

Ueiny careful not to make lire same mistakes 
made by previous Slar Trek games (Kin-bird's 
el lor! beirie a pa nutria vli pa mi ul memory), 
Interplay has worked hard to to present Star Trek 

as aiitliemiejly as possible uubitj J playable 1; e 

structure. The result is one thai, on paper, doesn't 
sound too inspiring, but on screen works bril- 
I K. Primarily, tfsan icon driven graphic adven- 
ture presented :rr tile same style as a Lueasfllm 
nr Sierra product, but wit 1 ) a libera! sprinkling of 




thai' 



tofwl 



miifi It 



tile s 



I i lied :t 



rnuspl,,,-, 



din.,n .rid 



stigate strange goings-c 



something equally vague), and what's really hap- 
pening only becomes apparent as llle pleil '.lilhikls. 

Apart from in combat. Kirk's control of the 

,.u:i>iijjlk,:Jlv hum Ike bridge, via tke'.aiious crow 
members. Mr Sulu handles shield control and 
planet orbiting. Chekoi looks ailcr weapons and 
warp engines, Uhura does communications and 
lltsl uliicer Spoil is an ali-ie>imd helpful bloke, 

fhe game Is presented not 
as one single entity or 
storyline, but as a collec- 
tion of small, independent 
storylines In the form of 
TV episodes. It's probably the 
game's single most inventive 
aspect, both in terms of gameplay 
and as a device for emulating the 
feel of the show. 

of I rn i : g scientific background and sound advice. 

1 •!■■!. I'.l I'll' ■■ I. ■' 

hard Trekkies may be a little miffed to see that 

Scott}- now sits on the bridge a- well. Authenticity 
dictates thai he should be getting his hands dirty 
in tho engine room somewhere, but in order to 
contain everything w ithin the bridge, he handles 

il u (.,.-. iiNhnl fieri i mnp.r'i • - -') Kirk's 
left. 



a plain': via Cbckoc ai.cL li.i ... . _:: es do the- 

rest. Chances are, however, that when the 
Enterprise arrives at its destination. :ke situation 

It's was a very close-run thing, but Monkey Is- 
narrowly holds on to its ACE Adventure 
. Benchmark. In my mind at least. Star Trek is 
by far the more innovative product with its indi- 
vidual episodes and multi-character control, 
and the awesome presentation means it pips 
Lucasfilm's effort in the atmosphere 
stakes too. In the puzzle stakes, the in- 
dividual posers are of about the same 
quality, although Star Trek's episodic for 
mat means the puzzles have to be self- 



will hot up. The Klmaons. Romulans and Elasi 
pirates all do thru' bit as the bad guys from mis- 
s:mi !o mission, aril when an enemy ship is con- 
fronted There may be no choice but to engage in 
combat. You know wkat [he-e Kkiigons are like 
- open fire first, talk later. 

Knowing the routine is the key to success in ' 
stellar combat. Shields are the first order of the 
da\ (any -lit oil the 1- .-lie: prise is (rippling with- 
out I hem), and once C;u-k:;v tires up the weapons 
Miu'ie read', in texkand toll. Combat takes place 
via the giant viewscreen at the front of the bridge, 
with the Enterprise steen-d .md weapons aimed 
by a set of miniature crosshairs. The mouse 
buttons give access to phasers (energy-con- 
fuming but last and accurate) and pho- 
ton torpedoes (efficient and powerful jj 
>i : I slim and i 

fired as the targetisf streak past. 
Generally, enemy ships move quick- 
ly and keep their distance, s 
trick fs to fire well ahead of them j 
in the direction they're moving, f 
Estimating distance and speed sc 
that your shot and its target will I 
end up in the same place a- 
same time is tricky, but very 

There's very little strategy or 



knocking out the ene:;v. 

damage to the Enterprise. The 

shields provide an adeqi 
buffer, absorbing the first do 
oi so hits, but if you can't g 
ipiiel lull further enemy si 
will damage the snip's sys- I 




a result. Unfortunately, the rather sh 



joymertt in the long term. 




tar Trek's combination of diverse arcade and 
adventure segments requires the player to develop a 
wide variety of skills, from marksmanship to lateral 
thinking. Members of the crew are always on hand to 
help out, but in the end it's tip to Kirk toget results ■ 
whoever said commanding a starship was easy? 




Li EBV < 



JSTAR TREK 




like a very powerful version of Look, scanning an 
area or object and revealing information that the 
eye would never see. In turn, McCoy has a med- 
ical kit and a tricorder of his own for analysing 
the wounded or dead (he actually says "He's dead, 
|im" when he scans a corpse - it's great), while 
Kirk has his communicator for contacting the 
rbiting Enterprise and everyone has a pha 



which ca 



i, , ill ,.■ 



► tems. Scorty carries out the repair work as quick- 
ly as he can, but in the later combats even his expe- 
rienced hands may not be able to keep up with 
the continued pounding. 

With the combat over (if indeed there's any to 
start with), and the relevant cursory stuff torn- 
pleted (Kirk should always have a chat with Spock 
and gel Uhura to attempt radio i 



■ the Federation's prime directive of non- 
interference and no unnecessary violence, the 
phasers are hardly ever used (psychopaths go 
home ■ the game won't let you shoot at anything 
you don't have to), and TALKing is the favoured 
alternative whenever a new character is encoun- 
tered. As superior officer. Kirk always does the 
talking, and conversations work in the same way 
as Monkey Island with the player choosing from 
a lis: :::--: - ..' peiLnent ii'l. 'rvals in the dia- 

Despite the fact that Kirk does a lot of the leg- 
work himself, it's by no means his show, and none 
of the missions could be completed without the 
expertise of Bones and Spock close at hand. 
Whenever it comes to operating a complex piece 
of machinery, programming a compute! or. doing 

;n.,-: _ _. v In hmeal. Spool's till' only man 
who can handle it. McCoy, on the other hand, 
has medical talents that range from curing the 
sick and injured to manufacturing special 
medicine- = \c identifying da-igrrous bacteria 
in the air. As for the security officer - well, every 
Treklde knows that his only job is to be the first 
one to get shot whenever a baddy whips out his 
phaser. As such, security officers are expendable 
(then;;;. S:ir!leet Command isn't exactly chuffed 



to the i 



5 a necessity on every i 

he landing party or 



i, lwn nterplay's ,.„,,„i,u- ki 

•it a H game Isn't jUSt are killed, it'! 

vhat- based on Star over - 

*£ TrBk. It IS Star ££%£ 

'J 1H . Trek, and I'm ....i.-n-, 

wiiii having a very hard 
time getting 



If the 



v-iis giv. 






kirkar 



Having 
Enterpris 

I roe to ■-■>; p on ■ 1 1 e landscape in stan- 
dard point-and-click fashion. The size of ea 
episode's environment varies, but generally it' 
very self-contained affair, with a high volume 
puzzles, posers and interactive characters tl 
make up a 



ranging 

from rescuing a captured Feder- 
ation vessel from the hands of Elasi 
terrorists to freeing an orbiting 
. medical centre that's uudei ..n.ic 1 , 

tust how authent,c, {mmthe Romulans , beingtriedby 
atmospheric and . .„, ridous Hingon legal system, 

enchanting it realfy deactivating a deadly computer sys- 




sl of Ih 



ic player only a 






of 


lormancy and even foiling tht 


ttav 


ourite Star Trek baddy. 1 iarr 




ztisodic formula that does won 


Tre 


c's playability and atmosphere 




epilogue for each one, they real 


UN's 


there's very little chance of get 




to completion as the player' 



although it's the p: 
standard equipmei 
most useful. Spock' 



option. 


-Talk. Ce 






e graphic n 
based on 


,rmi. 1 

.el lee tit 


It.., I 


80 °t^ r 


risewher 



"show-. The c 
mag CU Ami 



am the TV show. A word of 
warning, though - you really do need a big 
and chunky PC to get the most out of the 
game. The game will run without VGA or a 
sound card, but they're both mandatory if 
you want to really get into the swing of 
things. It takes an age to Install, and the 
hard disk Is accessed constantly during 



The fate of Star Trek on the 

Amiga is still undecided at time 

of writing. The game's just so 

technically demanding that it 

y be too much for the machine to handle 

isibly. There's talk that it may appear in 

ne sort of CD-driven incarnation... more 



Sorry ST-fans, but you definite- 
ly will not be going where no 
man has gone before. 



for an Atari version. 




The Most Explosive 
Arcade Machine 
you've ever seen!! 



e prize is worth a cool 

£4000! 




0891 101990 NOW! 




WHEN YOU HAVE TO SHELL OUT AROUND £30 A GAME FOR YOUR 

MEGADRIVE WHAT BETTER PRIZE TO WIN THAN 25 OF THE BEST 

GAMES AROUND! PLUS WE'LL THROW IN A CONSOLE TOOII 



0891 101990 NOW! 
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unofficial and have no connection with H 



ES CONSOLES CONSOLES CONSOLES CONSOLES CONSOLES CONSOLES CONSOLES CONSOLE 



DRIBBLE 5 ON S 



- PHICE 



define the lengik ol each quarter depending on 
whether play is : og to late lh 5mm ol a length} 
session or a twenty minute blast. 

\e\t jp 1 1 lines lilt- tricky decision of which learn 

the player is going to go up against. The various 

1? All those big sweaty men strengths and weaknesses of each team from 

[■air. I can't get enough of across the Stat lit indicated « rh a peculiar sort 

■as especially pleased at the of p. ntagram thing (like the ratings system in 

Mega tech). 

And before von know it, it's :nto the malt I-. wilh 
the bully-off or whatever it's called happening 
and the computerised players inevitable t.jkin;'. 
possession and I. ggicg il ip the rink to try and 
score a goal. 

In fact, die tompi ret players A I WAYS seem to 
be taking possession of the ball, even though 
there's a "steal' opl on IcouVln'i in-iV. 
thing work. 

Another worrying leaiure is the distinci lack 
off intelligence in the com pnier players. After 
. il -rials. I - blessed with the mosl 
rudimentary basketball skills managed to pro- 
duce a sure-fire system of scoring a basket every 
tlrr.o When faced with more skillful opposilion. 
this is trickier to reproduce, but the computerised 
players shouldn't be able to be so completely igno- 



PRINCE OF PERSIA 



I never thought that the members of the ACE the game is every bit as playable and nerve-rack 

staff would come to blows, but things came dan- ing on this tiny screen with these slightly mori 

month when this cartridge slipped innocendy into Expeneru ed players will soon feel that old Trine 

the office. With the original i6-bit versions of magic" flooding hark, which just goes to shov 



got first go. 



n lh is handheld interpretation i 




£29-99 ; 




r able to perform all the nail-biting 
lh the minimum of fuss. The only 
ith the swordfighting, which isn't at 
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SNOW BROTHERS 









playable as Capcom's latest (converted from 
own semi-popular coin-op) is. there can be 
denying that it's a rather cynical reworking 
Bubble Bobble. 
This Gameboy version is actually called Sro 




Brothers [in ( li I tli«i ^i i von only ll.id this out once 
lun'vr switched I lie game tin), the reason being, 
like the handheld version of Bubble Bobble, 
there's no simultaneous two player mode. Instead 
the storyline lias been tweaked, explaining that 
vmir snow bra has been kidnapped and it's up 
to you to get him back ■ on your tod. The resul- 
... tant platform icecapades aren't quite as much 
no fun as they would be with a pal. but a veritable 
of hoot nonetheless, lake Bobbie, the player s objee 
live is to rid each non-scrolling screen of bad- 
aw dies using his special power - in this case, magic 
snowballs. Hitting a baddy repeatedly encases 
him in a ball of slush, which can then be rolled 
down the screen until it hits the bottom, destroy- 
ing the nasty. Smart players can throw the ball 
so it picks up more baddies on its way, with spe- 
cial bonuses available for such shrewd tactics. 
Extra powers available via the hot sauce (!) bot- 
tles include speed shoes and power shots, and 
at the end ofevery few levels there's a big baddy 
to contend with. As derivative as it may sound, 
it's actually a lot of fun - much more so than the 
poor Bubble Bobble conversion. Definitely one 
of the more playable Gameboy titles to surface 
it) recent months - it's just a crying shame about 
the lack of a two-player option, really. 

• Gary whitta 
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THE ADDAMS FAMILY 




Wiey're creepy and the 
I and they're spooks 




tation Ocean's game r 
puter formats soon - s 


larly inspired platform 
rig the role of kooky head 

e rest of the family have 
scheming attorney, and 
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1. Doing so 
,ng inHi-fn-l. ■ut, 
neBoy exploits, through 


although there are so 


SS=£ 





A New Age in Home 
Entertainment And Education 



CDTV ttntis its place alongside 




FOR COLLEGES & BUSINESS 

When Toyota, decided to open a car assembly pla 



C" Commodore 

CDTV 



m 



THE WORLD'S FIRST 

MULTIMEDIA SYSTEM FOR THE HOME 



Are you bored with the TV? Do you yearn for something 

the old grey matter and indulges your desire to be 
entertained? Enter the Commodore CDTV, the world's 
first advanced learning and entertainment system 

which plugs straight into your television. Based upon 
the familiar compact disc player, the COTV offers a rich 

set of information and communication capab es. It 

brings together pictures, words and sounds in a new 
format, joining them together in a (ascinaling world ol 
audio visual challenge and experience. 
The mulli media CDTV player combines a professional 
CD audio system, advanced computer technology and 
infra red remole control, 10 olfer a wide variety of in- 
leractive applications. These range from games, music, 

for any level. In addition, CDTV provides high quality 

; 
very easy to use and gives you total control over what 
you see and hear, offering you the chance to learn new 
skills and discover hidden talents 



£499 



HUTCHINSON'S ENCYCLOPEDIA 



PLvsimb 



sim 



EMS OFFER YOU 



RETURN THE COUPON 
FOR A FULL COLOUR 

CDTV CATALOGUE 



idem Kent. 0A14 40X 1 







SILICA 
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ATARI'S CLASSIC 



TEMPEST 



Given the chance, how 
would today's premiere 
games designers re-write 
their own favourite 
classics? This month, two 
of the Bitmap Brothers' 
top talents take up the 
challenge... 



. by Steve Kelly and Dan Malone _ 

HI 

B: 



■ it's my (xTM.ii.il I i ■, .... i r i - 1 ■ 
of all time," cays Bitmap 
Brother Steve Kelly when asked 
iwhy he chose to give the 90s 
Atari's decade-old 
coin-op classic. "There are some games that are 
absolutely perfect. Take Missile Command for 
:■ --.;• . 1 I don'1 think there's anything you could 
do to make that game any better. But I think that 
something like Tempest is just right for an 



1. Hefirsl 



xithei 



Igmal 



;i pub I frequented a I -In- Mini' '"). and was instant- 
ly hooked. Such was his enthusiasm For the game 
that he went on to write a special 2-dimorisional 
'.XT* ion of tile garni' (in ill. /X*i ■ eventually pul) 
lislied b\ the now-defunct Mikiogen. Naturally, 
lie pimped at the< hauce In I ly pot helically at least 

Mini his lavnuii-c :: c ink. the 1/ n dem-day coin- 
op of his dreams. 

"The reason why I tliiuk'lenipest 92 would work 
so well is thai, while it's very difficult to find fault 
'.villi the original gariiepiav. there s a great deal 
that can be done with the graphics and control 
technology we have today," Stave explains. Not 



,,■ I. ■!< •■ 





■ SPIKERS 


whole new set of enemies which he says 


These leave behind spikes which are dead- 


would be much more intelligent than those 


ly to the player as they advance. 






the centre of the web. they'd also come at 


■ SUPER SPIRALS 


the player from behind and attach to the 


The same as spirals, but totally manic 


outside edge of the playfield." Here's just 


These change lanes Vf RY quickly. 


a few of the bad guys he's concocted... 






■ ATTACKERS 


■ STUPIDS 


Highly intelligent enemies that climb u 
onto raised segments and shoot back at tl 


These simply attack down one segment and 


try to hit the player. 


player. 


■ SWITCHERS 


■ SPLITTERS 




When shot, these break into three or fiw 


merits as they move forward. 


identical aliens. Nasty! 


■ SPIRALS 


■ BLOCKERS 


Intelligent enemies which spiral up the cone. 


These advance for a short distance, the 


switching lanes so as to position themselves 


drop a new raised segments. Other alie 


as close to the player as possible. 


can then use this as a defensive position 



I jar Malone (who 
drawings here) h: 

if [hey were producing a new 



-signrr 
prom her; die project as 



id the < 



broke ni'ii gKmiic both in game-play and techni- 
cal terms, using 3D technology and vector graph- 

of lagireh < one-shaped "webs" with lines Turning 
down towards a central vanish.:!;., poisi!. Tempesl 
saw the player piloting a tiny c rafl ;il high speed 
around the rim of the corn-. .racing away at an 
array of horrid spider-like nasties which scuttled 
up die strands towards him. Despite a few varia- 
tions in the shape of the web and alien types, that 
was about all there was to it - one of Steve's major 
gripes with the game. 
For Tempest 92, Steve and Dan have come up 

playfield in Tempest 92 i-. similar to the origi- 
nal," explains Steve "lull tire miri-nsc 1-1 lei luiology 
enables the vectors to be filled, with shading to 
give a much better feel of depth and to make the 
whole game more pleasing to the eye." Probably 
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of the cone. In Tempest 92, though, the ship 
moves smoothly round the cone rather than just 
umping from segment to segment, so a much 
finer control mechanism is called for. What I'd 



■■nr-niMUM 


An updated arcade game just wouldn't be 


complete without extra weapons, and Steve 


has made sure that Tempest 92 has them in 


spades. "These would be dropped by certain 



■ locity of player's shots. 

a SIDE SHOT 

Allows the player to shoot at enemies that 
have reached the edge of the tone. 

■ MULTI-SEGMENT SHOT 

Bullets that fire not just down the player's 
segment but down both adjacent segments. 

■ SHIELD 

These fire at 45 degrees and bounce off 
raised platforms - like the laser in R-Type. 



the most radical change that Strsi - -..: have with a 'fog-CISC' situated on top of the central dial, 

decided to make are the raised and 1: -;_ Ifisdisi wimld h:e.e :i -.: 11:1 1 1 intlriil;ilio:i where 

merits in the cone section. These 3-dimcnsional the player places his index finger. The best way 

ledges and platforms are clear!', visible on the to imagine it is by comparing it to a VCR with a 



icliug behind ledges and climbing over uu 
keep out of the player's line of fire. This 1 



Steve explain 

le combat mm 






as much as possible. And the r 

that there is no real limit on the numb 

cones. :is I be; would be generated Innr 

Design: rig Tern pest y2 as 



hese raised segments ing the ball would rotate the entire p 

led and In* specif uall; restore but Ion l<)[|iuek!v reset the play view." 

blitz. This feel was the Steve and Dan admit ifiev surprised themselves 

in the original game ■ with their Tcmoesi <)i design. "Considering w< 

n around the disk with only had a week to do it and I ve never done any 

tton in the hope of killing tlung like Ibis before. Tin really pleased Willi tin 
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- S lev, 



nail the Bros might ai 



ihtest possiblity that 
ranee things a stage 
real! It's only a pipe 

is got Ste 



I MANIC SHOT 
These spin rando 
in smooth arcs. 

1 RETREAT 
Forces all enemie 

1 ' ' I ' Where would you bi 



iwn there to see if I 



always placed in a dange 



the edge of the play-cc 



tempt the player 



taking a high risk." 



E-s the ship to the next segment 




H the rat on the pot. Now go to the 

SB bar tender and ask him how the 
■ stew is. He'll fire the cook. Go up 
, the hotel ship and use the on deck, read the -Help Wanted" 
m I In: vope tethering the sign then go ba<^ :': s 

a break bartender and as! 

! chased by the ting a job. Agree to worfc for 
nnkeeper. Look at the 



;. CnCf'i 



d reenter the b; 
| get fired [you'll be allowed 

B When Wally removes his m 
I to rub his eyes grab it. Nov 

to the peninsula and talk I 
| Captain Dread. Give hi 

ocle and charter his sT 

Booty Island on the map. When 






he door. Hide behind the Part 2 

,g screen. Watch Largo get THE FOUR MAP PIECES 

d in mud, follow him the On Booty Island talk to the old 



MONKEY 
ISLAND 1 

LeCHUCK'S REVENGE 

Ahoy, me hearties! Shiver me. timbers! Brace me 
mainsail! (Etc, etc.) Yes, here it is ■ the first of a 
two-part complete solution to Lucasfllm's brilliant 
Benchmark-bearing adventure, all thanks to Elmo of 
Wave BBS in Australia. (By the way Elmo, send us 
your full address and we'll send you THREE pieces 
of software In repayment for your superb guide.) 
Take a deep breath - here we go... 




AATARI ST 

520ST-E DISCOVERY 

XTRA PACK 




ATARI ST - MORE THAN JUST GREAT GAMES! 



FREE! F w R m fflftT ATARI ST 



rj [TOTAL FREE PACKAGE 



{¥gm^ £219.78 



TENSTAR GAMES PACK 



SILICA SYSTEMS ST 






TENSTAR GAMES PACK - E219.78: 



Onslaught - % M=*son ) 

Pipe Mania - 6/ Empire Software ... i 

Rick Dangerous - By Firebird 1 

Rock 'n' Roll - By Rainbow Arts I 

Skweek - By us Goto. I 

Trivial Pursuit - By Domsrk ! 

PRODUCTIVITY PACK - E1 04,97: 



TOTAL RRP: £324.75 



MM±iVlA 



PLJS! FREE HOLIDAY ACCOMMODATION 



SILICA SYSTEMS OFFER YOU 



ljnc:'. SFAFRIDGESI: 



PLEASE SEND FR EE ATARI COLOU R CATALOGUE 



i2imW\srin& 
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skeleton in the neighbouring coll 
Give the bone to the dog. Take 
the keys and open the door. Look 
at the envelopes on the shelf. 



Tiiku mi 






•Disasters' in the card file. When 
filling out your library card details 
make sure you give your age as 
21 (the legal drinking age). Then 
take out any old book except 
Joy Of Hex'. Walk to the 



there. Take the h; 



Go to Booty Island. Go to Stan's 
Previously-Owned Coffins and ask 
about buying one. Ask him to sit 
in it. Close the coffin lid and use 
the nails on it. Grab the crypt key 
and use the hammer on the cash 
register. Go to the spitting 



Use different a 
spitting terms until you win. Go to 
the antique dealer and ask about 
the map. Hell now tell you that 






ii for S! 




(the figurehead of t 
key). Sell him the spitting plaque 
and tell him it's the spit of the 
killer of LeCh'uck. He'll give you 
6,000 Pieces Of Eight for it. 

Now look at the book on disas- 
ters and find the co-ordinates of 
the mad monkey (write them 
down!). Go to Phatt Island, go to 
the jail and take the envelope on 
the shelf and free Kate. Go back 
to Booty Island and charter Kate's 
boat. Dive in once there and pick 
up the figurehead. Then pull the 
anchor. Go to the antique dealer 
and swap the figurehead for the 
map. 

Go to the costume store and 
show the man your invite to the 
Mardi Gras. He'll give you a cos- 
tume. Walk to Governor Marley's 
mansion. Show your costume and 
the next ticket to the guard then walk to 
ber of fin- the mansion. P ush the trashcans 
up when and let the cook chase you 
d give this around the house twice. When 
have a good enough lead on 



BATTLE ISLE 


A veritable goody bag of level codes for this 


almost perfick Ubisoft wargame, courtesy of 


A. Yasin, 


Redbridge 


London. 




ONE PLAYER 


TWO PLAYER 


1 


CQURA 


! 


GHOST 


2 


PHASE 


2 


MARSS 


3 


EXOTY 


3 


EAGLE 




MOUNT 


4 


METAN 


5 


FIGHT 


5 


PHOTON 


6 


RUSTY 


6 


POLAR 


7 


FIFTH 


7 


TIGER 


8 


VESUV 


8 


SNAKE 


9 


MAGIC 


9 


ZENIT 


10 


SPACE 


10 


DONNN 


11 


VALEY 


11 


VESTA 


12 


TESTY 


12 


OXXID 


13 


TERRA 


13 


DEMON 


14 


SLAVE 


14 


GRANT 


15 


NEVER 






16 


RIVER 







" :Tr„ 



le left of the door. Go to 
ty Island. Go to the mansion 
enter. Walk upstairs. Take 
uar above Elaine's bed and 



hole, the 
pick up t 



id hole. 



.e the plank 
Ik to the 






tm> oi 



plank. Pick up the oar. Guybrush 
should do the rest automatically. 
Once at the top, go to the 
farthest little building and pick up 
the telescope. Go to the closest 
hut and walk to the door. Look at 
the maps and use the dog on the 



Ooyah!) 

Go and gamble and when you 
win ask for the invitation. Repeat 
ihia winning strategy until you 



i :l-i.- hbmry on 
o Scabb Islan 



Walk to the front of the mansion 
and pick up the dog Go to Phatt 
Island and walk to tne pier. Make 
a bet with the kid and win it by 
giving him the fish. He'll lie about 
his catch and make him know it. 
Now he'll give you his fishing 
pole. Go to the waterfall and walk 

the tunnel. Once at the cottage 
open Kate's jail envelope (you'll 



Guybrush writes down 
he lyrics). 

Then, once you have awoken, 

pick up the oar pieces and take . piece. 

lith on Scabb Go to the antique store and i 

ie'11 fix it. Go to the cliff on Booty where the sign used to be. No 

id use the fishing pole on buy the mirror. Go to the cotta 

piece. A bird will steal it on Phatt Island and enter it. U 

i it to the Big Tree. Now the mirror on the mirror frame. 

! Big Tree and walk to the Exit and use the telescope on 




Scabb Island. 

Go to the cemetery and open 
the crypt. Once inside look at all 
the coffins and look at the book 
of famous pirate quotations. 
Match Rapscallion's quote with 
the coffin inscriptions and open 
it. Take the ashes. Go to the 
Voodoo Lady and look at all the 



bottles. When you find the Ash-2- 
Life™ bottle pick it up. The 
Voodoo Lady will ask you for 
some ashes so she can whip up 
a proper potion. Give her the 
ashes. Get the Ash-2-Life ,M from 
her and go back to the crypt. Use 
the Ash-2-Life™ on the ashes. 
Offer to turn off the gas at the 

Go to beach and open the hut. 
Turn off the gas and return to the 
crypt. Use the Ash-2-Life™ on 
Rapscallion and he'll give you the 
map. Now you have all four 



pieces. Go to the cartographer 
give him the lens from the light- 
house and the map pieces. Go to 
the Voodoo Lady for him (to get 
the Love Bomb). Then go back to 
Wally. Lock at the writing on the 
table, open the bag marked Juju, 
then go to the swamp. Get in the 



re Monkey Island for now. The 
ond and final part will appear 
ext month's TNT section. Stay 




REALMS 

This rather excellent wargame now has some rather excellent tips provided 
for it by Richard "TWO pieces of top software are on their way to me" Thomp- 
son of Aberdeen in Scotland. Take it away Richard... 



around to your way of thinking 
and become loyal subjects, thus 
enabling you to levy twice a year 
and meruit loyal troops. 

After conquering new cities, 
always check and adjust tax 
routes so that they lead back to 
your capital. 

Get control of ports. They are 
immensely important tactically, 
especially in heavy sea-faring 



CHOOSING YOUR REALM 


affect them [they'll feel 


For an easier time, choose a 


'determined' rather than 'unbeat- 


realm bordered with only one 


able') and by the next year they 


other. The reasons are obvious - 


will be back to 'unbeatable', in 


you've only got one immediate 


readiness to be levied again! 


enemy to worry about. If you fancy 


Mugs! 


a real challenge pick a realm slap 




bang in the middle of the land! 


capital relatively unguarded, go 




for the jugular and attack it 


STARTING OFF 


straight away. Take the capital 








will become yours immediately. 


land and build walls around the 




cities near the borders. In the 


ly that a few may revotl 1 


early years of your reign recruit 




armies and train cavalry whenever 


any armies and therefore easy 

meat to recapture. Obviously, you 




should always keep your own cap- 






cycle. In rough them, doing what 
needs to be done. As the realm 


If you have a large army assern- 


grows larger and more complex it 


unguarded enemy city, the city 


may well surrender and join your 


years or so (making sure that you 


realm for free rather than face '• »: 


stock three years worth of grain 


consequences. This not only 


Set a reasonably high tax rate - 
don't be afraid of taking your citi- 
zen's money! 


.: t sens '.viil be totally loyal and 
ready to be levied immediately. 
When a city surrenders after 




siege, raze it unless it's a capital 


GENERAL HINTS 


or other tactically significant city 


Don't dawdle on the playfield. If 


such as a port. As well as provid- 


you want to think, pause the 


ing a huge boost to your treasury. 


game or enter another screen. 


the enemy city ceases to be a 


When one of your city's popi . l.-i 


threat 'or years. Capturing every 


tion feels 'unbeatable' and their 


city is not a good idea as many 


loyalty is 'absolute', levy the citi- 


will revolt later and they also 


zen's twice a year. This will hardly 


drain your valuable resources. 



i garrison of troops 
) prevent revolution. As 
long as you 
don't levy to 




immediately by improving the 

prepared to levy 
heavily if need be - if 
than having plague si 

through - your realm! 








ARMIES AND 
FIGHTING BATTLES 

Armies should consists primarily 
of four types of unit: 

1. Heavy cavalry - Arm them with 
a war hammer or long sword and 
dress them in heavy head and 
body armour with a bronze shield. 
For the perfectionist, also arm 
them with spears or javelins to 
soften up the enemy before battle 

2. Heavy infantry - Arm and dress 

them as tor cavalry. These are 
slow but superb in combat. Best 
used for defence or supporting 
and consolidating a cavalry 
charge. 

3. Light infantry - Arm them with 
any weapon depending on the 
punch you want to give them and 
a missile weapon (usually a bow) 



aren't too good. They're best 
used to tain arrows down on the 
enemy from afar. They're quite 
manoeuvrable. 

4. Light cavalry Arm and dress 
[ them as for light infantry. In bat- 
tle, use as light infantry. However, 

bility to try to get behind the 
enemy and outflank them. 
if Always attack in a wedge nirma- 
jg tion and defend in a square for- 
mation. If controlling Dwarven or 
Amazon units who have no bow 
skills, so not bother with missile 
weapons. They are better hand-to- 
hand so equip them appropriately 
and charge! 

Missile-based armies favour a 
defensive stance. Weaken the 
enemy with missiles while they 
approach, then send your infantry 
units to the front to do the actual 
fighting. 

When you've defeated the 
enemy and his units try to 
escape, attack Own before they 
leave the battlefield. This will 



cause great damage to the 
enemy yet leave you unscathed, 
ensuring the enemy cannot 
regroup and fight another day. 

ON THE BATTLEFIELD 

There are basically three 
situations you may find yourself in 
on the battlefield: 
1. You heavily outnumber the 
enemy, (In this scenario you real- 
ly can't lose unless you're totally 
incompetent!) 
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CONSOLE 
CORNER 



SONIC THE H 



WJMBE ULTIMATE ARCADE GAME! 




THE ACE 



Not much fun these recessions, are they? With funds 
limited, that next ton software purchase often seems 
impossibly far away. But help is at hand. You may not 
know it, but there's a huge pool of quality games soft- 
ware out there just waiting to be tapped by you for lit- 
tle more than the price of blank floppy! (Disk, I mean.) 
Hey! You guessed it ■ I'm talking about the topsy-turvy, 
cheap-n'-cheerful world of Public Domain software. 



ft 



just what is Public Domain soft- 
ire? Why is it so inexpensive? Are 
Shareware and Licenceware also part 

of the Public Domain? How do you 
get your grubby mitts on it? And, 

t importantly, is i! actually any good? 
!t easy, gentle reader. The ACE PD File is here 
t 1 p yi 1 1 1 r 1 1 'vi n 'i 1 I in >iv . i .1 1 1 n your worry-fraught 
d and guide you oh-so-gently through the myr- 
if deliejils awaiting you on the PD circuit. In 



1 are requested to send the author(s) 
fee - which, given the qualit; ol sojiii- 
of the software available, is usually laughably small. 

I '.'■:: '..- ■ I ■ •■ ill' 

• Licen ce ware cannot be copied freely like 'nor- 
mal' PD. Some PD libraries are lit i in i (heno 

the name) to sell software, and the author receives 
a percentage royalty for every copy sold. 

• I 1. •■■■ aieload.si.l'titliei silly 



"Contact has beei ale...' liiK.ind call them for 

pricing and anything else you need to know. And 
remember that many of the titles reviewed are 
available from more lhaii one I'D library. Hunt 
around .11 id you mav find a bargain! 

AMIGA 

[liankliillv I'D on (lie Arnica isn't all lioinit 111.2 
sad little digitised slideshows from 

a Stliwaivt'iit'si^i"- li :i , liflwilljiili sptitrs liuunc- 
incpumllrsslyaliiiut tin- sen vn and endless badly- 
sprll si nil I in" imssajji's from German program- 
me railed 'Captain Copper' or 'Doctor Blitler' 
or something pathetic. Well, not quite... 

MEGABALL (Shareware. NBS, G.70) 
Good Lord! An Arkanaid clone Ibal actually adds 
siiitiftliLiiy Id the jjfiire! The basic principles are 
the same as usual ■ use yer bat n' ball to demol- 
ish a multi-hued wall of bricks. Matters are spiced 
up by the fact that some of the blocks cannot be 
destroyed, some take two or more hits to see them 
off to block heaven and - super supreme hot n' 




PD FILE 



to play the game is no belli : 



irt descending the sc 
I. in fact. Highly rec 



'■■II ,. W. ' r, |! 

isn't the fastest }D game you've ever seen, but 

it's more: than fast enough. The building design 
- red, and the various buildings have an 
impressive sense of scale. Best of all, there's a good 
sense ill' atmosphere and tension. Ifyou etiiined 
Custl? ,\disn.:rantl its like then you'll get more than 
your money's worth here. 



ATARI 
ST 



GROWTH fPuWn' Domain. NBS, Gi;8) 



AT ^i 



Growth is 
Excellence' si 



There are an amazing number of games written 
using utilities doing the ST PD rounds, the Shoot- 
e of the 'Simplicity On-Upi !":s'>m,';™ Kit (SftlJCK) anil .VI ( K liemg 

lit. The basic: premise I lie iwn main favourites. While there's a lot of poor- 
i i n the middle of the ly-executed dross about, some of these home-writ- 
.- - [irrading oul a n ■:■{■ i s are m redih ) good -can you believe tliat 
-. :,ei: witl' iisvile O/ime [Shareware. Available from Goodman 
mall gunship around Enterprise, GD1425), the superb platform game 

i-a.i\ .1 Ihc enmlli en llns month's AC It Coverdisl 
of pumpi ng enough STOS? 




Deep in the Arizona desert, the super compi 
e- i ■: . • 1 : 1 s :•' 1 1 1 i Lt ilv I' n<i|),. luniear facilih has };oi 
loco and is preparing to launch the multi-wa 

:r to infiltrate the complex, 1™ ate the passiotli 
o the lowei levels while dodging the auto-defen 



■ nu mil. v, I ii-ii- llie player has to keep a special Turboworrr 

hi}', ball 111 [ ) I :j -. '.•. Iiile Irvine. In destroy the when choir 

1 or shoot waves of blobs that tumble down Those wiL , 

creen. With a seemingly infinite number of as a blatant rip-off of Atari "> 

s and hugely addictive gameplay. you'll soon all good fun with some nice ti 

yon're stink on Crowth. splat when the spiky one gel! 






csted Id kuim that Apogee have [iisl entered into 
.in agreement with Croydon -based Precision 
Software Applii atii ins who w II urn 110:0; i h e s 
tribute Apogee - Sli.i-r A.rr Inil also sell their com- 
plete games. PSA's address and phone number 
is given in tiit- ' Contact lias been made...' box. 

['SA/AptjMi'i- -; iniiii rug, ()' superb Shareware 
games, including two more of the Commander's 

outings. So. let's take a look at just three of them... 

COMMANDER KEEN 4: 
SECRET OF THE ORACLE 
COMMANDER KEEN 6: 
ALIENS ATE MY 
BABYSITTER! 

No, no, no - you haven't missed anything. 
Commander Keen 4 is in fact the sequel to the 

first Commander Keen Shareware game - the rea- 



I, ill.;! 



11 Mien 



gel a little repetitive .mil tbe t ullision detection 
can be dodgy to day the least. Still, there are far 
worse ways to pass half an hour. 

H AC MAN {Shareware) 

There are loads of Parman clones around, it, I :lus 
one is belter than must. Gameplay-wise there are 
no surpiises - the p.a;o I s yellow on-sireeil illob 
has to scoop up all the white blobs in a maze while 
avoiding the unwanted attentions of a bunch of 
s. If the ye 



1 



. Me vunv.uc ames (as mentioned above). 

The second half of the adventure is to be found 

.1. keen ,. b.i: yon lu\e lo pal to get thai - it's wot til 

The plots are as lunatic as ever. In Keen 4, the 






.lithe, 












especially the googly-e; 



t IBM PC 

on PC. There is some straight-forward PD to 



uardians of the O 
he Shikadi to prt 
at their heinous p 



- up with tbe sumablyl 



- ■! a very high sLandaid indeed - pi 






CONTACT HAS BEEN MADE... 



AMIGA 

PO30 50 A. Tel: (0983) 529594. 



ATARI ST 

Meir Hay Estate, Long ton. 

Fax: (07B2) 316132. 
IBM PC 



• 




i. Louver Road, Croydon. Near 3 



Keen 6 opens with the Commander di 
ingthat his baby sis:er Molly I us been kidnapped 
by the slimy Bloods from Fnobulus Xax. One trip 
to Xax later and Keen's [tick in familiar territory. 



pogo-sl us. hank lo;u-l'::ig:lu>setm;-t>l re.nli 

plallorms. Crystal ke;s .ur waiting :o hi- liiund 
and swill lies waiting to lie toggled thai unleash 
all manner of effects 

So, no surprises in the gameplay. What does sur- 
prise, though, is :lr shc-cr quality of the games. 
Although Keen i was great, these tw 
ing. Honestly, if they were full-price releases I'd 
have no hesitation in giving them both the six- 
page Screentesf' treatment and bloody high 
marks to boot. As to which is the better... well, I 
found Keen 6 the slightly more enjoyable of the 
two. simply because a slightly higher clemenl of 
adventuring- toggling sw ill lies, finding crystals, 
andsoon -is required. bul il s a close-run thing. 
The 'feel' of both games ;s wonderful - they cer- 
tainly gives the likes of Robocod and Mario a run 
for their moncj . I'bcv look good too - there are 
some superb creauirc designs which are niiu- 
velouslv animated, as are the detailed backdrops 
Although the colour schemes are distinctly l-CA. 
the bright look suits Ibe jaunt) gameplay well. 
te tasks and some infuriatingly 
you've got two games that come 




Although the ACE PD File covers games, 
es and nothing but games, re- 
member that many PD lit 
a wide variety of Public Domain applica- 
tions and utilities, such as spreadsheets, 
databases, word processors, art packages. 




Alabama i 




Ik son 
idliie-. 


ething of 

gripping e 



i_j ■ T • 



ooei__i 



reviews 

directory 



ith a hearty try of "Tra-la-laaf 
and a mighty roar of "Hey-nonny-nonny!" for every honest 
Yeoman we proudly unveil the Reviews Directory. So unfurl the 
flags of all nations anet get the servants to prepare a tasty meat 
feast {or a little peas/courgette special -something if you're 
vegetarian) to keep you going as you get tuck into the THIRTY - 
yes, THHEE-OH! - pages of hard-hitting, pull-no-punches, take-no 
prisoners, other-words-joined-by-hyphens games information. 
But let us spare a thought for those new readers out there 
who may be alighting on this highly-crafted and esceptionally 
well-written section for the very first time (and there's a first 
time for everyone, remember ■ yes, even you with bad haircut). 
"Why hence all the hoo-haa?" they cry. Simple. In the pages that 
follow you find all the basic information you'll ever need on 

Yes, "Wow" indeed. And because you. the dear and loyal reader, 
demanded it, here are what those star ratings means in, ahem. 



Still Available: 




A)2Q Airbus 


Great Napoleonic Battles 


Secret Wear* 


Action Pack 


C unship 2000 


Luftwaffe 


tattle World 


HardDrivirV 


Sewn Colou 


Aerostar 


Hard Nova 


Shuttle 






Silent Service 




Heimdall 




Another World 


Hudson Hawk 


Solitaire Pok 


Baby Jo 




5 mash TV 


Barbarian 2 


The Immortal 


Steve McQue 


Battle Isle 


Jimmy White's 


Westphaser 


Birds of Prey 


Whirlwind Snooker 


Strike Fleet 


Breach; 


Knightman: 


Superplex. 


Bugs Bunny 2 


Lotus Turbo Ch.illnigL- 1 


Suspicious C 




Lift Ninia t 




Casdevania IV 


Leisure Suit Larry 5 


Thunderburn 


Celtic Legends 


Mad TV 


11 deiim 


Centurion (Def. of 


Magic Garden 


Tip Off 



full. 






Excellent 
Very Good 
Above Average 
Poor 
Dismal 



Mera Ending Story: 



New Releases: 



ie Gretskj slcel lodotrj a 



Calaga '91 
Challenge 



M'.k k iii Minir sort nf time warp for the 
last five years, and are perfectly con- 
tent to dish up a game which make) 
Slap Fight look sophisticated. 

Now don't get us mreii:. it's [vile; IK 
acceptable to produce a top-down 
scrolling shoot out these days. But there 



does need to be so 



cdi-i;r..'i tut ini 




1A# 



4D SPORTS DRIVING 



ffice Amiga £29,99 
Genre Racing Simulation 

Publisher Ml 



A very long time indeed after the PC 

sion of the auto-effort from Ihr people 
who wrote the superb 4D Sports Boxing 
really hits the spot. 

Don't be put off by the crappy box 
artwork (a 'spairusalk'' car driven by 

most ridiculous and hazardous tracks 

to ever come out of a games design- 
er's head 
With some of the advantages that 

a video playback mode and special 11 
lar crashes. 4 D Sports driving has all 
the elements that a fun driving game 
should have, with very little of the 
tedious drudgery' :! .1: :i ■, have 1: ic id 

The player can either race solo or 



jD(llu' Ko-.in: ! ::■■• ",-ion is YOU!) 
and even if the races themselves aren't 
that fascinating, the track designer sec- 
tion will pi.-.;.. ■ :. nigh enter- 
taining pile ups to keep 



AWESOME GOLF 



Price Lynx £29.99 
Genre Sports Simulation 
Publisher Atari 

-. ' ■ -in- hi)'.', well 
golf games work on computer. You'd 

think the sf iw pace and highly physi- 
cal nature of the sport just wouldn't 



mania to the marvel of the Lynx's spi 

Hardware. 
Using a small cursor the player aims 
the shot, then chooses a club. 
Annoyingly there's no on-screen inliir 
mation to tell you the maximum range 
of each club so you have to keep refer- 
ring to the instruction booklet. Taking 
a swing is achieved by die familiar hit- 
ting the button when 3 swifdy moving 
marker is over d 11' --ho: piwrr you want 
>g the t 



n. doesn't there? Alas, there is 

The player launches from his aircraft 

arrier in one of the most crappy and 
tvnual sealing routines I've witnessed 
and the has the pleasure of flying over 
itripy sea with rocks (or are they 
clouds, it's trick', in tt'ilj si rolling down 
al regular intervals. Then, surprise sur- 
prise, the player is assaulted from all 
directions from 1 hunch cl clumsily 
drawn and utterly unimaginatnr planes. 

It's unfortunate that Dimension Force 
pist happens to come along alter the 
cut-off date, but this sort of ghastly 
trash just doesn't ait it any more. 



left or right snap. 



ie Coll" is the first 



DIMENSION FORCE 



FINAL FANTASY 2 

m 

Price Super Famreom £49.99 
Genre Role Playing Game 
Publis her Square Software 

The Final Fantasy series arrives on the 
Super Nintendo in style. In Final 
Fantasy II. die player is whisked off to 

as Cecil, commander of a giant airship 
batde fleet charged by die King of Baron 
-to recover a set of magical crystals. But 
" " refuses to do the King's 



m 






n.AIMhis 






pretty good stuff. 

The player can choo 
either British. US and |a 
es. As the player movi 



to reflect the country cu 
ed. Nice. There's also 
speech during the game 



the actual mechanics of the game a 
handled in 2D. Kadi shot begins wi 
a plan new of the current green. Tl 



Prfce Super Famicom £39.99 
Genre Arcade Blast 
Publisher Asm Ik 

Cor! What with helicopter mania set 

■ . ■ ■ 

Indeed, the design guys seem to have 
got their act togedier, dishing up exact- 
ly the right sort of out-of-the-sun. 
Apocalypse Mow imagery for the front 
of the box. 

Unlortunateb fin- both them and us, 
the people who have actually pro- 
1 



lands not just to undertake your rais- 
ing seems to be up to. 
Along the way you 1 e act uiupanieil 
■ ie 1 and more 1 ha ra iters 
turn up ami join your party as the quest 



prog", 



lain pan 



ile and shallow, but in fact if I 

Uld more dcpthy than lla-vas 
i\ ofuiniputer-based RPGs - 



I'd much rather phi this than some 
stuffy, pretentious AD+D product any 
day of the wefk. 

Forit5tenifVu-,rr-lriei,.!l 11,1;- depth 

I mi J-antasv [I g< |,. .1 definite thumbs- 
up as one of the tidiest console RPGs 
to date ■ even hie super-cult graphics 
do make it a liltle ddficull lofakc Llui.sfs 
seriously at times. Definitely recom- 
mended. 



HE 



PITER'S MASTER- 
^IVE 



JOHN MADDEN FOOT- 
BALL 



Price Super Famlcofn £39.99 
Genre Sports Game 

Publisher El, 



, .lit 1 1, 1 1 Mil! That's right. 
dudes! Madden Mania sweeps the UK 
ir, a nayy lit of football bcnkemess! 
And in readiness for the arrival in a 

■ i; ■ 

Super Nintendo, lots iii gi 

dealers across the country have f.al : 

•lie rallki appcaliuLM.pfn r 

!' Ill - 

everyone is calling 'lobe M . . 
Football' 

1 ■ . :i.. i ' 
both quarterback (who gets to call the 
plays') and every other bugger in the 
ream in a sort of Kick O 
ion. Thai is, the player throws me ball 

mate allv-'.i it, '.;-. - ■■ - control to the 
man who is nearest and most capable 
of 'receiving'. 

lternatively, once the player has 



F>jc« Amlga/PC/ST £7.99 
Genre Racing Game 
Publisher Action Sixteen 

It's a rare occurence indeed that a bud- 
gel game gets to appear in ACE. But 

\1.ls1i nil ive. we just had 
to make an exception. Agi 
L'BI soft released the title, it was wami- 

i ■•• ' 
washed away in the spate of top down 
driving scrollers on the market. Nov, . 
at a mere £7.99. the game stands a 
chance to be a budget scorcher, since 
there are very few decent top downers 
around at the moment. 

The players have to steer as assort- 
ment of vehicles (hover craft, formu- 
la one cars, hot rods and the like) 
around a bunch of different tracks, 
each taking place on a different plan- 
et or something. 

Distinguishing Masterdrive from 
most games of the ilk is the fact that 
me players can actually blow 1 ac h ,1 ;,f fci 
up by using hand;, roof rack mount 

Most of the courses are well designed 

11 ill racing, but two 

problems quickly emerge. The first is 
that in two playti mode, the stale of 



Since the publication of the original 
Mercenary on I hi 0>inrncxbre64 back 
in 1986, the 3D vector-driven adven- 
ture game, and those that have fol- 
lowed 11. have become cuit classics. 
Since the original, we've had The 
Second City (essentM) a 
the fust game}, the excellent Damocles 
and now the trilogy is drawn to a close 
(probably) bi the- c lover 1 1 fried 
Mercenary III (subtitled The Dion 
Crisis), its biggei, belli' d tougher 



the Great Wizard's spells and magic 
potions. Now. to eien stand a chance 
of earning his pointy hat, he's got to . 
go into the magical lands and retrieve 
the lot of them. What follows is a sli rw- 
nioviny Inn nevertheless addictive ver- 
tical shoot'em-up with the wizard 
ironing up I he screen collecting the 
lost spells and doing battle with the 



ofna 



"-Hi.,! :i 



the 3 Drilled-v 
author Paul Woakes is famous more 
now more sophisticated and believ- 
able than ever before. 

This time around, the player travels 
betwten planets in a bid to unravel a 
top-level political conspiracy. Interaction 
with characters now plays a major part 
in the adventuring, but mostly the 
"ameplai will be familiar to Mercenary 
fans • travel around collecting objects 
and using them in the right way. It's 
not particular]; sophislic a:ei; stuff but 
the realistic I'livrronmerit and the mul- 
titude of things to do give the impres- 
sion that it is, and lhal's line by me. 

Of course, anybody who enjoyed the 
earlier Mercenary games won't need 
to be told that this is right up their 
street also. Unfortunately, the game's 



»i cl, 



ngs r 



iniki pi i.vlc's. weirds 

and overall feel isn't for everybody's 

taste, so newcomers may want to check 

definitely worth looking out for, though, 
IS those who have the patience and 

find it thoroughly absorbing. 



• 
origin, it's very In/am indeed, '.veil 
lots of complelcli unexpected lie u, 
1 ■. mi L,ai id lag ;at milkmaids?) 
and plenty of on-line-side graphical 
surprises. 
As the wizard progresses, die spells 
■ i . 
against the evil hordes. The aim ol tin- 
game is essentially to reach the magic 
pentangle at the end of each level, so 
as to Lie transported in a shower of 
pixie-dust 10 the next. Truth be told, 
there's really not that much to it, but 
igh, especially with two 
tend loistkk lontrols 
a Golem character dial Junius 011 ene- 

pl.n ■■: [1.1-.1 .,- '.veil and 1 units heartily 
nc ommiend to anyone with eight jan- 
gly pound coins burning a hole in their 



NINJA GAIDEN SHAD- 
OW 









lir. Ibis one is I 
t's the usual 



bang, 



but is often a better opf.oi 


than med- 


Still you ca 


1 
Electronic Arts Sports Ne 


up yourself. 

from the 


compos you 



MERCENARY III 



thai we d!l know (too well) and love 
Pore Arnfei/PC/ST £7.99 (sometimes), but the presentation and 

Genre Arcade Blast the graphic quality lift it a little out of 

Publisher Action Sixteen the ordi nary. 

The smart (hough badly translated 
I loorah, what a jolly liltle game this inlro explains the plot. The evil Demon 
is. Originally released by Infogrames, Emperor Gulf has plans to enslave the 
this off-the-wall shoot'em-up nevc-t whole world's population (starting with 



ealK ,1 



seiv'Yor 



.1. Son it 






)pt for league play. 
It's not quite as slick as t 
version, but still good en 


: '.','g, ike.: 


avadable on the SNES 





lis mighty dark arm 1 , lo IU01 
ooks like be going to do it, 
is, until Ryu Hayabusa, hi 
ihle Lliagoi i ! 
.0 disp. f,s, 



If" 



■aliiliti 



and slash. Hin c.u: a|s, ; n ■ 




Aik! Judge- D.Hini is planning -,i ruin 


RPM Racing is very suniJai in style 


idling 1 hi- inidcisidi.- of ledges shoot 




Toon Town and has already killed tire 


and presentation to the Game-Boy's 


a grappling rope up in the air to climb 


ROAD BLASTERS 


mayor just to prove th.i. 1 ,- -i.,-.:-i-. 


Super RC Pro- Am. reviewed in lanuary. 


up to lofty platforms and also .uiL. a:-.i 






But whereas die handheld'game was 


a sp<i i:ii dragon's flame secret weapon 




town from the tern hie fate that Doom 


fast, smooth and controllable, RPM 


if he's collected the right power ups 




lias i n store anrtat the same time res- 


ii tl> lacks these qualities. 


(nil. Ihr game's i>r:- them as well). 


Price Megadrive £34,99 


r.ic his wife Jessica troim an evnBd- 


Four cars do battle over a series of 


Yes, as I said earlier the game scores 


Genre Arcade Blast 




ng i-.o netrk-perspective 


zilch for originality, but it looks superb 


PuMsner Tengen 


a'.iont all this? He scrolls around Toon 


tra ks bouncing over hills and ramps. 


(there's «imc great paialla.s un leui 




town in a sort of graph i. 


performing hairpin tuins anil gener- 


one) and plays even better. Beat-'em- 


Tengen really are the nostalgia kings. 
While other softens are converting the 


cum shoot-out, that's how! 


ally bashing into each other. Much has 


up iiins disappointed liv the low (]iial- 


Actually it's not that bad, and there's 


been made of the high-resolution 


tty of Double Dragon 2 would do well 


■ 


enough variety in the arcade sequences 


graphics, which look vaguely like the 


to look here for their thumpin' thrills 




to make it worthwhile. The horrible 


' 1 mode and have allowed 


instead. 


release lomers.oi is of lilies vminmld 


weasel henchmen til Di Piuuni rhasc 


for some very pretty definition and 


trtr&ft 


probably buy in their original arcade 


poor Roger around the screen and take 


light-shading on the vehicles as they 




cabinets lor about the same price, lust 


pot shots at him, popping out ol man 


bounce about I ntorti; [lately, it seems 




recently we had Pacmania. now we've 


hole covers and the most unusual 


die prio ■... r p,-, for all this technical 










PAPERBOY 2 


ty more 'blasts from the past" in the 


Real fans of 'the movie wll Iv pkvsed 


sluggish, almost undetectable car con- 






with the reptL-seill.i-.ioii ol Kogerand 


trol and, on flic- whole, slow and frus- 




Road Blasters comes a 


the light hearted nature of the whole 


trating radng. 




relief from the stacks of scrolling shnot- 


filing, Ir.i: r< al g.olici- i find that 


Presentation-wise, RPM is slick, offer- 


Price Staler Farricom / PC £39.99 


'em-ups and platform games. (Just 


it's a bit lacking in the action depart- 


ing various car modifications, 120 tracks 


Genre Arcade Blast 


why is the Megadrive so curiously lack- 


ment. 


with 24 difficulty levels and even a 


Publisher Mlndscape 






course designer These, however, are 




The only other one I can think of is 


adventuring to do. although (his real- 


all pretty pointless additions if the main 


Look out! He's back, with an all new 


Super Monaco G P.) As the name sug- 


ly consists ol' simply liking all oliiecl 


thrust of the game isn't up to much. 


route! And, well, that's just abou: ii 


gests, the player drives along 3 road 


from one place to another in order to 


and so ultimately RPM Racing comes 


,i ;| 


and... um... blasts things. 


be told to take a different object some- 


over as the sort of game you'd really 




The accent is definitely on the blast- 


where else. 


like to have a lot of fun with, but just 


the first game appeared ■■■ ■ 


ing. The player's car. which sits at the 


The graphics throughout arc- amus- 


can't because it's so steadfastly 




bottom-middle of the screen, acceler- 


ing enough arid reminiscent of the 


unplayable. A real shame. 


: 


ates to top speed automatically and the 


film in a rather block), hlaik and white 


&# 






sort of way, and the whole thing adds 








up to just about enough fun pci p. And 








anyway, it's a nice change to see 




perhaps be a moic app.opnalc tctni. 


mounted machine gun. Super mega 


Capcom handling a cutesy product 


RUBICON 


There's nothing new in this game that 


whopper weapons are occasionally 


after their interminable run of ball- 




was rmssing from the original cxu-pl 


dropped off" (literally) by a jet that 


busting combat shoot -outs. 


W-- -'•- 


tin- abib Iyh> tide Mil:.. th diagonal direc- 




a 




tions, as opposed to up and left in the 


briefly. 




Price Amtga/ST £25.99 


first. The routine is still exactly the 


Your appreciation of Road Blasters 




■a. Arcade Blast 


same; the Paperboy (or girl) gets to 


on the Megadrive will be neai kU-ni: 




Publisher 21st Century Ent. 


ride a number of streets delivering 


(alio that, .1 :Ju- coin-op- they 're iden- 


RPM RACING 




papers to the correct houses in tradi- 


tical. Personally I find the action 




In the near future a bizarre nuclear 


tional American style on the back of 






accident in the Soviet Union (ho ho. 


hislSMX. avoiding all those /any prob- 


able Ihr longer than about fifteen min- 




not a very timely scenario) smothers 






Price Super Farrtcom £49.99 




Saturday job at their newsagent will 


disagree and think this is the best game 


Genre Racing Game 


radiation. As a result, the wildlife in 


be only too aware of. fierce dogs attack 


ever. At least, that's what Tengen must 


Publisher Interplay 




1 1 h- I'a in -ilKiy and trucks ran him over. 


be hoping. 




tated into... well, horrible transmuta- 


You get the picture. 


tr$r& 


Offroad racing is ver) much the 'in' 


tions. And guess who's job il is logo 


Graphics weren't the strong suit of 




:i 


111 and soil il out? Right first time! 


the original, and IhcY'ieeuiialh sparse 




ol late, and you could well expect the 


Once again the barrel of game see- 


-leu-, looking pn-iiv sad compared to 










WHO FRAMED 






al ,,pp: ,1 l-.l I -1 i- p:i|-a ol III:- Pap, a.iov 


ROGER RABBIT? 


ontheSupct Nintendo and al that. 


the reborn Hewson. It's a pretty uncon- 


(-anies. [nslead. their fast gaiueplay 




Uiilormiiitel- il«- nmn I'aulis of RPM 


ventional game in the way it's pre- 


and humour kept people col 

for more. And this title ,ust about 


5P 


(il stands for Radical Psycho Machine. 


constantly-moving affair, the little fella 




Price Gameboy £24.99 




under your control has to deal with 


amount of both. 


Genre Arcade Blast 




the threat on each screen before he 


##"& 


PuMsher Capcom USA 


i lit can ill 1 il hum md ga n 


scrolls from left to right into the ilea 


86 A£M 




play abortion. 


bitof terrain. It... sort of works m its 



ihrngs-iri-ymu-strideait to lire. u lion, 
without really making it seem boring. 

particularly when extra weapons have 
been collected, although sometimes 



seen on the Game Gear and as long as 
you don't mind the short-lived nature 
of the fun then it's well worth your ULTIMATE GOLF 



the a 



,1 svm, 



ss depends more on 
luck than judgement. 

Graphically it's OK, although some 
of the sprites are pretty crudely defined, 
and the colour scheme is rather drab 
and depressing - as befits a post-nude- 
,u landscape, I suppose. There's smiu 
thing about the game - or rather not - 
thai means that, although it looks like 
it should, it doesn't deliver that all- 
important payability 'kick'. It tries hard 
enough, with plenty of variety in the 
levels and action, but nevertheless it 
tails just short ol the targets it sets for 
itself. Try before you buy. 
*** 



SUPER FIRE PRO- 
WRESTLING 



Conveniendy hitting these shores on 
import at more or less the same time 
as the WWF craze, this latest Famicom 
product must surely rank as one of the 
smelliest to date. On paper and on 

« timta ng yet? Well it 
needn't be, because Super Fire Pro- 
Wrestling is about as playable as a stale 
watermelon wrapped in a wet towel. 
So what's so bad about it then? Well, 
it s difficult to know where to star:. 
really. The wrestlers themselves shuf- 
fle about the ring in sue' 



Well, they said it couldn't be doi 

Sega had to go and prove them 

• ■ :i ■ Mario beater ha 

it onto the Game Cear and 






Rice Amiga ST/PC £7.99 
Genre Sports Game 
Publisher GBH Gold 

Well, hardly. Since Gremlin's Greg 
Norman-licenced game claimed to be 
the last word in golf simulations, its 
been proved wrong many times « itii 
the likes of PGA Tour Golf, Links and 
the excellent Mump rose Coll all bc.it- 
ing it hands-down in the realism and 
fun stakes. 

But that's not to say thai 'Ultimate 
Golf is bad. Far from it, and mm llr.it 
it's out at a more respectable price it 
should be looked at seriously by any 
avid on-screen golfers who haven't 
.iln aih done so. As gull game 
certainly one of the most comprehm- 
ei -hi market bul ■ 

n. and maybe a little over- 
enthusiasm to [int in so many (actors, 
has led to it being rather unfriendly 
and difficult to get to grips with. 

Actually, the game's slightly decep- 
tive about how much there really is to 



game you know it's gol to lx-f;o!>d. 
Well, actually I don't know who the 
heck he is and I wish I didn't know 
much about this game. It bored me 
staffer than a corpse left on an ice blcx k. 
The accent is firmly on simulation. 
(A bit of a had move this, in myopin- 
ton. as done correctly ice hockey would 
make a great supra-violent action game.) 
tches the player can fiddle 



all this stats jiggery-pokery is carried 
out on some of the drabbest menu 
screens I've seen this side of a spread- 

The actual hockey matches are played 
out on top-viewed horizontally-scrolling 
■ 

Or about in a vain attempt 
to simulate the ruckin' high-octane 
sport that is ice hockey. Even with the 
woeful graphics this could've been 
dec en: fun. but die poor control makes 
it fee! like you're controlling somebody 
rs rather than 
being in the hot seat yourself. 

Drab, dull and no fun to play, this is 
:: ie luxkn game thai should he iced 



is. They se 



;o float 



anal. 






Fanaffsta 






Everything you remember from the 
Megadrive game has been reproduced 



re-. 
.: 
ling speed are all there. The 



ground, widi :l ■ 

iguely walk-tike 

ipple in an equalh iinnali-n, 
while Mi-.- pi j 



■X hanver. there's a good eig 
t: action here for tf 



ly defined and the t 
sponsive that, ba: 
virtually impossib 



ie graphics an 






at there 



when the Gcat s blurn -,. 






shes of luck, it's 

do anything hn: 
the most basic moves. Maybe it would 
he easier -,o get to grips 
with if the on-screen messages had 



in the direction of PGA Tou; 
Microprose Golf. 



ly to have this one cracked well 
a week of solid play. Still, it's tie 



fans will throw caution to the wind and WAYNE GRETZKY'S 
snap this up, bu- a, ICE HOCKEY 2 



idyanoffikalWWFgame 

which promises to he a lot Pnce Amiga /PC £25.99 

itever you do, don ' t was ie Genre Sports Simulation 

amedmoneyonthisclap- Publisher BOhesto 






available 



A320 AIRBUS 



Pri if Amiga £15.99 

Genre Simulation 

f'uMisherThalion 

You what* Alright, it's not as if we have 

. i r 1 ■> probl, in llime, liij>h in an F-iijor 

ol-llie-ait stcalthlightci ■ bur. Die A520 

sner? Well, apparently not, as this is 

German software house Thalion in 



r akin to 
re game allows 



flight plans and generally make their 
way up the ladder of commercial avi 
ation. For those that find this sort of 
tiling appej .- j ■• . -■ - uodouhl that 
A320 Airbus is actually very good 
indeed. It's professionally-produced, 
apart from the occasionally ropey graph- 
ics, and though it's not estactly imme- 
diate or instinctive, the rewards are 
there to be ■ 

plough the manual and leatu all the 
ins arid out.- Tk. ■ r.'.\ problem in. I 
can't quite imagine who's going to be 

all the other, considerably more action- 
ntreruated. flight games on the mar- 
ket todq It's " "-: - toi to-, uses, 

ACTION PACK 



r irnpnssibl; more rompbraled 

ilia! have rlr, 11:1 

11 'lie sullied of simulations in 



1. -lis aJboiirei 
arityofflight- 



multiway scrolling shoot-'em-up). 
Eliminator {a 3D shoot-'em-up cum 
driving game) and Hostages (a multi- 
part arcade adventure) more than com- 
pensate, and would make a superb value 
compilation on their own. The other 
games are poor to middling in quali- 
ty, but for the price you really can't com- 
plain. Highly recommended. 

AEROSTAR 



and the longer the button is held down 
the longer the jump. Thing is, the 
1 sie,r: makes it difficult 
to fire at the same time without taking 
one finger ofthe jump button result- 
ing in the ship plummeting into an 
- I he road sta rts narrow- 
irre, andtbt :n.d i'u: imipine lietonn's 
more frequent and the enemy's attacks 
become more vicious, this becomes 
particularly annoying. 
As it stands. Aerostar is a nice stab 

by the slightly clumsy implementation. 
Worth a look, though, if you're inter- 



ALIEN BREED 



Price Amiga £.24.99 

Genre Arcade Blast 

Publisher Team 17 

Alien Breed can best be described as 

the Aliens licence that should have been. 

It grafts Aliens atmosphere onto 
■ gameplay to create an 

addictive .rllwri unoriginal - winner. 

One or two players can take part simul- 
d their job is to run around 
■. N.-wed maze-like levels of 

a monster-infested space Sti 



-o| sli 



|- ..- ■!■•! 






afflicted Gautukt (i.e. though rem, then 
was no real aim to piayuut apart Iton 
scoring points) has been .1 : 

eath level (normally of the find a loca 



Price Atari ST/Amiga ,£24.99 

IctiOB 16 
Wot a bargain I Ten games - Colorado 
Cosmic Pirate, Eliminator. Fast Lane 
On Safari, Rotor 



What do you get if you cross a platfomf 

1 

1 

where the player has to guide a space- 
ship along an enemy-held highway, 
I la- playa cm I j nto 

hap over gaps in the road, but this 



tk h,r n 



five qui 



n Ma, Targhan 
d! Okay, 



A320 Airbus isn't just .ibout ll'.ine 
I e-v.N pilots. Lake part 



.1. Vnd, ol course ll 



the starship world's equivalent ol tin 

The idea of combining blasting ant 



The addictive gameplay is backed up 
a sor 1 n- siuier-slic k si rolling and graph- 
ics (although the animation is a little 

is very appropriate here. Throughout 

and tension 1- superb, esperiaH) when 



self-dest 



10 find tin 



ixizixft 



AMNIOS ty of their game, it fits the bill perfect- ] , Gl)lld j^g; ±ough 

^ loading sen uotn, 1 1 vlni ,;,.k .worth) ij-w"^ 

www it becomes clear that Barbarian II is 

,_> neither a vista of beauty for the eyes. BIRDS OF PREY 

_ _ _-, ._ or a particularly great place to explore 

Price Amiga £2*99 BABY JO with a joystick 

?%*?"?"** '■" H Wimleft-right scrolling with paths -.*. 

Publisher Psygnosls , eading int0 and mt of ri 

Hoorty! J^r lor the 9 os! Weil, objects to collect, weapons to horde and Price Am 

foal s (he Idea. 11,,. shame La tt doeaat Mm Atari 5T/Amlga £24.99 monsters to despatch. Barbarian real- Genre Si._ 

Pf 8 ™*- Genre Platform Game ]y doesn't offer the player anything new. Publisher Ek™™ 

Amnioi '" J ht PtMsherlMkM, and has beeri carried off to much bet- Well, if* been four years in the mak- 

scrolhngshool-em-up. The player zips imagine Mtrrorsoft's Brotm two dirnen- ter effect in both Go* and h n,,i ,h „,, I n „ I , , H n i „„ , „„ , tl 

around the surlaces often living plan- sions and you've got a good idracf what Warrior. Shame Birds of Prey - has touched down But 

Mnl.i-]„P ,p P „ v ih, LH^ ,h, i ,«.,, ,mport from French firm tfrir has it been worth the wait? Well...' sort 

and rescuing the trapped humans By Loriciels is all about. Or if you don't f 

shooting certains pods the player can know Bml. try imagining Mono voth a BATTLE ISLE , ,,. m bones about it Birds 

upgrade h.ssh.p with better weapon- nappyweanng babby as the mam char- a *. ofPrey is an excellent flight simulator 

^ l -..lln-il .!•:. and as the name sueoeshi there's™, 

And thafsit. It's that simple Of W th the teeny toddler having to eat me « ^ V shomge of^figThng ai.t, Oi! I! 

""'!' 1 A " /";'"' s; " ; "' ! " ' " ' " ,l1 -"" d " ii|11 ! ""ti^ along the Price Atari ST/ Amiga/IBM PC ^ 5 . 99 technical level it's astounding, and prob- 

not looking for depth ■ you're looking landscape in order to keep fit - but he Genre Strategy ablv its more impressive aspect is the 

for action. And in this respect Amnios mustn't eat too much, or he'll mess lus Ftdtfah* Ubi Soft number of planes you're given the 

l^f^, n ^r nB t' T m l l ™»™°" ! *^*«< Asstrategygamesgettrcndierandmore opportunity to fly -no less than 4 c Mi- 

"" lll[K " 11 " ""J- 1 - i I" ili..- i esi ,, n Something diverse, with the likes of Populous. Megs vidual combai aircraft' 

ics have an attractive organic/ mutated pr.li. ,,,n. til,, .^hh of Baby |os lo Mania and Sin, City, the latest iron, Birds oi T'rev -is much more the think- 

°t™1i ,^'h , „r, u ^ esthetic j sarean y thin 8 to go^P«»l>- French firm Ubi Soft represents some ing-man's simulation - very much In 

Troubleis, Ididnt really feel much ,. , quite different, which *,- hanll ,,,'i.nh,,, Id - and nut reail 

compulsion to work my way through hideously jerky backdrops are allproof see any more these da, ,,,,.,„, il,„ ,, ,1,,, nbMfaJ. 

Uleftral world let alone the tenth, oi Bab, |rt raffitess but 1, has to be ,n the classic vein. It's set on a far-off ed mtercepfor-ty-pe affair that many of 

Control over the sh.p Is* t quite as said that it is kind ol cute ,n a rather world where two armies do battle for us were expecting. That .aid, 11 , not 

reflexive as it should be. and this perverse and definitely strange sort of control of a scries ^islands Its i. w . :l || ,,,,, , ,, 

detracts from the fun badly. No. my way. | v similar to ,! hep in-between 

cup of tea, but ,t may well be yours. But if there's one thing it certainly unite move in turns across a battlefield There's more than enough hard-nosed 

Qveitalook. isn't, it's fur, - the slow, annoying game- broken down un igonal »,„■■ act,™ lo keep an I, ,dv happy. The 3D 

play and hastily thrown-together design Moreexp-, a . ■ .kay consider- 

ANOTHFR HHM l\ '™kes sure of that. It's for precisely the tort of thing. tag how much me program having 

this reason that Baby Jo should oah Due to the space-aoe km,,™, *. Z ;.,„„,., ,„., .™XZ* ".. . 





really be 011 the shoppine 


st of plat- 


K>'d consist of all manner ol 


seem like the resu 


of four years' pro 


asm . 


form freaks desperate for 


new fix - 


high-tech tanks, planes, ships and 


gramming. 




I'm t- Amiga £29.99 
Genre Arcade Adventure 
Publisher US Gold 

Kxplnre J mysterious alien world in this 


and even then there are m 

■ .... ■ 

BARBARIAN II 




■.nil vi'hn !,■:- a:- well as more con- 
ventional infaniry bj:lalions Players 
move their units about, creatine lani- 
cal formations and assaults, with the 


ofPfeyisagametl 
of everything and 
inglywaH at tneei 

nical side of things 


ou've got with Birds 
d of it. If anything 


peculiar polygon adventure from 
Delphine. Taking the role offester the 




r forwards the tecli- 
Ireading the man- 
ent in itself), but 
Prey ooroea whole- 


si H'lnisl. if:- p|,,.,: - .. !,-;!!, -prilled as 






all the other guff that goes alcuii> with 


nevertheless Birds 








a game of this type. 




idtoallflight-sim 




Free Amiga £25.99 




Battle Isle's most favourable option 


fans. 


! "l 


Genre Arcade Blast 




,s the two-player mode - something 


•&■&■&<& 






Publisher Psygnosls 










toother World is a flamed. 




- .. product:, these days. A handy 






but brave product. 


been visual treats held bac 


by some 


split-screen display allows two mates 


BREACH 2 




1 :■ and ai-hialk, th*. inl.Mil 


less than excellent game 


desig. 


, 







in the game is more connected with changed and the company justly earned is up to at any time, of course' ' 

the look than the feel, it's still a worth- themselves a reputation for being able Battle Isle is undoubtedly a fine and Price Amiga £5.99 

'.'. pun use. to turnout top-notch software of bort, very 'deep' strategy game, and one that Genre Strategy 

,","";,""'';' m S ^^^ardanddemandmg should appeal to anyone who likes .!„■ P Mish „ tmpressions 

got plenty ot arawtacks but on the gameplay. good old-- • 1 1 i: „ L .,| l , here - E nothJn . 

whole, 4 scores a big plus. For players And for a moment it looks , ' " 



in particular 



ly-sura-sstu! Breach is w, 1 



one who has a stronger interest Jn new patently not the case, since once the lookout for a brain game are more lite- attention. Set in the future with the 
graphic styles than the depth orlongev,- player has got through the obligator h; to steer towards the likes of Populous player in command of a team of space 






marines, it's more strategy than role- 
playing, but the mix of the two genres 
is an appealing n» 1'rohably the Ik-si 
comparison is with that old favourite 
laser Squad - Breach 2, however, boasts 
a considerably more sophisticated 

,l|1]:':::n. ' 

point iiilii.Ii easier conn . 
and more involving missions, 

In each mission scenario, the player 
leads his team through fiifim terri- 
tory, exploring rooms, collecting objects 
arid doing battle with the alien hordes 
they encounter. In the classic RPG Ira- 
dition, characters can be tooled up with 
a huge array of weapons and equip- 
ment, including rifles rocket launch- 
erg and bombs, and all - 1 
come complete with individual 
attributes and abilities. 

An added boon is that, should the 
player get bored with [he multitude "I 
missions available, they can create and 
edit their own. How many ga m c t s wi 1 1 

: 

kind of gar 



-elfif 






er likely to 



ough predesigned missions to make 
each a worthwhile even without the 
itor, and on that score the game 
ouki at lea-l be on the 'take a look' 
t for all RPG/strategy aficionados. 



Although it looks like a platform 
game. Crazy Castle i™ actually plays 
more like a pu/zle game. Success is 
ting the items you pick up 
along I he v..r, to get pa-.! certain obsta- 
cles at the correct place and lime. And 
this part or the game is quite fun. 

It's the platform-, element that rains 
the game - Bugs™ moves in big dumb 
and is hard to control, and all too infu- 
riatingly often you lose a life by bump- 
ing into the baddies by accident Despite 
it's good graphics, in my opinion Crazy 
Castles 2™ is a right stinking load of 
old Crap"™, 

-hit 



CAPTAIN PLANET 



Price Atari ST/ Amiga £25.99 
Genre Arcade Action 
Publisher Mlndscape 

Pass the lentils, man. Thanks. Yeah. 
like 1 was telling you there's like this 
guy, right, and he's like this sort of 
super-hero, you know. Goes around 
saving the world from these teal heavy 
breadhead polluters, Yeah, like you say, 
Heavy shit man. Anyway, he's got these 
five helpers, and they're like just kids. 



up! I nag ii< It's Christmas (not ihal 
difficult really). You're really looking 
forward to getting a certain present, 
and you've laid the around w ill. lot- ol 
heavj hints to your parents. Then, on 
Christmas morning, you get a wrapped 
giii thai looks the same size and shape 
'as the the thing you want. Trouble is. 

thing totally different inside. Oh, it's 
a nice enough present all right, just 
not the one you wanted. Well, that's 
Castlcvarua IV. It was great on the NES, 
brilliant on the Gameboy and, along 
with CapCom's Super GheuJs n' Gtasu, 

■II. - 
es on the Super Famicom, 
To be fair, Castlevania's a decent 
■ -in, - li:--s of running 
around platforms, ladders and what 
have you, lots of wopping the bad guys 
wilh a glare, m „..- I rtorainateiy. wlial 
there isn tlut- - -i n I la- graph 
ics are garish, and the animation is 
merely perfunctory, with the hero hav- 
ing a rather unfortunate shuffling walk 
;m look as if he's got rags 
tied to his feet and he's trim;,; to pol- 
ish the floor. II litis had appeared before 
SGn'G then it might have received a 

so it hasn't. 



s. Totally ai 



/nig 1, 



BUGS BUNNY CRAZY 
CASTLE 2 



ce Gameboy £24.99 (Import) 

rare Puzzle 

Wisher Kernco-Seika 



CELTIC LEGENDS 



Price Atari ST/ Amiga £24.99 , 
Genre Role4>laying Game 
Publisher Ubl Soft 



rake I 



y. Yeah, ci 



ly. It's like this amazing mix of plat- 
form game and shoot-'em-up. Mmmm. 
pruts are sort of cute, the 
scroUing'5 fine, and the luo 
but control on : your Ihili 
a bit tricky. Yeah, Tricky Dicky. 
Watergate. All The President's Men. 



,,. UK. _, 



canteU, 99% of 



espen, 



-, il ll< 



I ots of really pretty p.-yi hcdelic coli 

CASTLE VAN I A IV 



a ■ , I. iike just by knowing what 

example, anything that comes from 
California is likely to be 

France or Germany, while still having 

all the traditional FRP elen 

tends to present things in a much more 

number which is very much in the 
same vein as Thalion's Rrfigjujligiii 
and countless other Euro RPGs. 

It's actually a fine little game, based 
around all the old RPG cliches, but 

1 i 
style and aplomb. It's all -el 111 -.be myth- 



ical world of Celtica, where the mis- 
. , in an evil sorcerer has 
wri nd led the kingdom in twain. 

W'iiai follows is a inis of strategy and 
lOinetitional RPG elements present 
ed from a numbet of viewpoints on 
the battlefield, high above the world 
■ ijep.-n, ling upon the 

llepl.e. levins it oilers 
"-of" the genre 
will find particularly earth-sbatlei big. 
it's difierent enough in terms of pre- 
sentation and style to make it well worth 
4 - especially for novice 
gamers who may be looking for an 
accessible and appealing introduction 



CENTURION - 
DEFENDER OF ROME 



Price Megadrive £34.99 
Genre Action Strategy 
Publisher Electronic Arts 

Cast as an aspiring (a-iiiniion, it's 
player's duty to both defend the hoi 
land and expand the Roman Em| 
as far afield as possible. This meg 



The game is a well-judged blend of 
icon -driven strategy and arcade-style 
01 example, to keep the 
subdued proviso - ' app; the player 
can take part in chariot races and keep 
toet lighi J- fhe game progresses the 
armies under your command grow and 

bigger and better. II the player's lucky 

the voluptuous Cleopatra. Poor old 

Megadrive owners in particular are 

- 1 e 

looking for something. In 



I do far v 



hail tins 



CHOPLIFTER 2 
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| SAME ST AMIGA | 


HARPOON ver L.21 22,99 
SCENARIO DISC 13.99 
BATTLE SET J 9.99 
BATTLE SET 4 9.99 


3DPnol 799 799 
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THIS MONTHS 

EXTRA 

SPECIAL OFFER 

Jack Nicklaus 

Golf 

AMIGA ONLY 

£12.99 

EXTERNAL 

31/2" 

DRIVES 

ST OR AMIGA 

ONLY 

£49.99 
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COMPUTER 

MICRO-SWITCH 
JOYSTICKS. 

FIGHTERS 5.99 

TURBO 2 (AUTO) 7.99 

SUPER PRO (ALTO)7.99 
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Unbranded 

10X3.5" DSDD 5.99 
20X3.5" DSDD 10.99 
50X3.5" DSDD 23.99 
100X3,5"DSDD 44.99 

Branded 

3.5" DSDD (each) 1.25 
5.25" DSDD (each) 0.75 
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I i- , -., l.-i-hi it r! mi i« shll fondly remem- 
bered today. The player's mission as 

SUpein I lie. k I'ehiopi. r p 

cue survivors from a hori/ontalh 
scrolling waritone. Todii this the play- 
er must land neat the waving refugees 
and wait for them to board. This i an 
be quite harrowing at times as you're 
a proverbial sitting duck for all the 
enemy gun installations and machine- 
gunning plain's which constantly b\ 
siege. 

Tlic player's copier is equipped with 
a rapid-firing cannon and a limited 
number of bombs with which to pro- 
tocl himself .\iullha: McalK al] there 

( hopliileris itn ofthoM games that 
dine played, is never forgotten. Fast 
action, challenging game task and a 

til' the best games out on the Cameboy, 
and a must for any action fans codec - 



***** 

CISCO HEAT 



Price IBM PC £34.99 

Genre Strategy 

Publisher MlcroProse 

American games design guru Sid 

Meier, fresh from his success with the 

himself with this bic-sl effort, which 
can truly be said iti biggie the niintl in 
terms of depth, scale and scope. 
Adopting the same functional top-down 
presentation format of T^axm, the game 
charges the pbyer with the task of build- 
ing a civilisation, from a bunch of prim- 
nan unexplored, uncharted 
; < ■ ■ ■■ ■ 

space travel, nuclear power and the 
other trappings zoth Century life. 

The range of factors and elements 
that play a part in the game is quite 
I me, as the player's peo- 
ple advances and expands, founding 
cities, setting sail across the water, mak- 
ing technological discoveries and build- 
ing armed forces - all while 
computer-controlled rival' empires do 
the same. Along the way the player 
must set taxes, maintain civil order, 
negotiate with other nations, care for 
the environment and take part in var- 
is and space i 



ing works rcasotlabh wel . '.villi Conai 
looking every inch tin? super-hero he'! 
supposed to be. And there's plenty u 

Even the adventuring side is prem 

good, and Con.ni can interact (albeit 

1 pretty basic level) with erery chat 



The major problem with Cruise lor 
a Corpse is its pace. The animation. 
though wondrous, is 



•he a 



Is ot'a ] 



So if you feel that there is space on 
your shelf for yet am.-hci revenge- 
quest game, and can lite with the atmo- 
sphereciushing laughs, it may be worth 



CRUISE FOR A 
CORPSE 






Price Amiga £24.99 
Genre Adventure 
Publisher Delphlme/US GoM 
The plot for Cruise for a Corpse is firm- 
ly rooted in the Agatha Christie 'iso- 
lated location, plenty of suspects' crime 
story tradition, detailing how the play- 
er is invited to a Creek tycoon's yacht 
for a well-earned holiday only to get 
there and find his host bumped off by 
an unknown murderer. Before you can 
say Inspector Wexford' the player 



quite painful, u Raoul slowly turns, 
walks, turns, bends down, examines 
the item only for a message to appear 
stating that "There is nothing of inter- 
est here", fcquaily annoying is. the Ire 
quent though inevitable accessing and 
swapping of five (count 'em) game 
• i! the player's enthu- 
siasm for clue hunting can be severe- 
ly dampened by the reduction of the 
game's speed to neat snail's pace, less 
important, some of the generally excel- 
lent French- English translation is a bit 
dubious ::i places, such as the Cabin 
hoy who i- Jesi ribed as "dynamic". 
Those comments apart, anyone with 
the patience to lit through the occa- 
sional doldrums will find Cruise lor a 
Corpse a superb buy. heaped with qual- 
it> presentation and atmosphere and 
presenting a big enough game task 10 
satisfy even the greatest sleuth. 
**** 



DEATHBRINGER 



In the light of a whole bund] ol diiv- 




forced lo earn [' .-">. he ^rld 


Price Atari ST £25.99 


ome "1 which have been 


inyoKeC -ti.uee'. ijmie ever conceived. 


tun to solve the heinous 


Genre Beat-'Em-Up 


nothing short of excellent. (Lotus 2. 


and as such many less commited or 




Publisher Empire 


i.rariJ f'n'.Yj Image Works launch ol 


novice gamers are likely to be swamped 


After a lot of pre-release interest from 


There's this sword, right. These evil 


this rather droadlul title couldn't ii.ov 




the pros-.. .1: 


wizards have m •- ■ • ■ :o. a a tin- anil- 


Lome at a worse time. 


For those willing to invest the time and 


Cruise for a Corpse. Is it the excellent 


ity to absorb the souls of anyone il sia\ s. 




efTort, however, Civilization pays off 


game everyone seemed to think its 




h ill m| I , ingi .general buthewiH 


like no other. Wonderful. 


be? Well. yes... and no. In the graph 


off their goody-goody though thicky- 


also Im- fully aware Ilia! it's possible to 


***** 


ind department it's exem- 


thicky nemesis Kara, a barbarian so 


pmdtn. e auto-action games a thousand 




plary, with large, ilmdh -animated spmes 








moving over exquisitely derailed back- 


rjght. However, luck isn't on the wiz- 


The aim is to race a souped up police 


CONAN THE CIMME- 


grounds and plenty of suitable tunes 


ards' side, and the sword finds its way 


1: 


RIAN 


.11:,.. samples pbying away in the back- 


into Kams calloused hands. Hardly 






ground. All conspire to generate an 


believing his luck, Karri sets out to give 


and skyscrapers in an attempt to emerge 




excellent sense of mood and atmo- 


the sword back to the wizards in sly le 






sphere. 




Quite aside Iron, the iD routines 


Price BM PC £29.99 


The player directs his on-screen char- 


lot a sideways scrolling Moodiest of 


which make Turbo Outrun look pol- 


Genre Rote Playing Game 


acter ('Raoul') via the mouse. By click- 


liaising and slaving, with Karn plow- 


ished and some astonishingly dull 


Publisher Virgin Games 


ing the mouse pointer on objects of 


ing through wave after wave of bizarre 










.:r-el'.i'saiv 


Iv know whether he wants 


various things the player can do with 


Deathbtinger boasts some of the most 






the selected item (i.e. Open' or 


impressive parallax-scrolling back- 


graphics ,1. l-a-a. illy a single graph- 


['he opening sequence is a mixture of 


'Examine' hat box). Movement around 


grounds yet seen, even if they are some- 






the yacht is effected by walking Raoul 


what belting in colour. Tin' sputc-s ate 


police car crashes into skyscrapers only 


aico-upat.Kcl h -:a-., , , : he ir.os: avytiil 


from location to location to clicking 


,■;... 








but they're rather garish in a monochro- 


corner turning routine, however brave 


people may argue it's fashionably dis- 


as doors or hallways 01 more quickly 


matic sort of way. But despite its good 


the attempt, is a catastrophe. 


sonant. I reckon it sounds like the 


by calling up the each, -nap and 'send- 




Mind von. die sound of the car's horn 


twangmgs ot a 1 :.sher Price My first 


ing' Raoul immediately from pbte to 


Deathbringer's real problem is thai it's 


is quite good. 


Guitar ' being played in the bath.) 


place. As a usei iuli ilai, it s dilficiill 


basil ally a lal .1.1 '1 "iiccombal nine. 


* 


Anyway, the curious mixture ol semi 


to think of another ... i' iluitive and case 


n^n^it^derinS^t 



TO PLAY 

TODAYS GAMES YOU 

NEED TOMORROW'S 

TECHNOLOGY. 



WE SUPPLY THAT 
TECHNOLOGY. 




Visit our centre, write 

or phone for more 

details. Finance 

details on request. 

We can deliver 

nationwide 



Cornwall and Devon 

COMPUTER SYSTEMS 



All prices exclude VAT Tel: 0566 7726 10 
and Delivery Fax: 0566 772685 



Cornwall & 

Devon 
Computers. 
Hexworthy. 

Barton, 
Launceston, 

Cornwall 
PL15 9NL. 



ULTIMATE GAMES SYSTEMS 

SUPERIOR 25 GAMES SYSTEM 386-25 SX 2 MB SYSTEM 

RAM £1159 

ULTIMATE 40 GAMES SYSTEM 386-40 DX 4 MB SYSTEM 

RAM64KBCASHE £1449 

THE MACHINE 5.H, 'Oitt l:',s KB CASHE 8MB SYSTEM 

RAM. FULL TOWER CASE £1799 

THE FOLLOWING ITEMS ARE INCLUDED 

WITH OUR SYSTEMS 

SVGA MONITOR (SUPPORTS UP TO AND INCLUDING 

(SUPPORTS UP TO 1024*768 RESOLUTION) 

1Mb VIDEO CARD (SUPPORTS UP TO 1024*768 

RESOLUTION) 

1 • S.l/4 HIGH DENSITY FLOPPY DISK DRIVE 1 *3.1/2 

I I I DISK DRIVE 43MB SEAGATE 

HARD DRIVE .'WK ( AC! IK HUH. I IN (SOmb with file 

compression program) 

mm ENHANCED KEYBOARD 

SOUNDBLASTER \ LUSH >\ > s< >L\[) CARD (FULLY 100% 

AD LIB COMPATIBLE 2 • J- 306 PROFESSIONAL 

\ BUILT IN 

AMPLIFIER) WARRIOR JOY STICK. MOUSE, 2 SERIAL 

PORT, 1 PARALLEL PORT, MINI TOWER CASE, RESET 

BUTTON. 

CHOICE OF SOFTWARE UP TO £100 RRP 

3 YEAR WARRANTY PACKAGE. 



SUPREME GAMES SYSTEMS 

SUPREME GAMES SYSTEM 386-25 SX £999 

SL I'REME GAME! I DX 64 KB CACHE £1 159 

^.t'KEME-IHI l> VI I 'ITFULLCASE £1459 

THE FOLLOWING ITEMS 

ARE INCLUDED WITH OUR SYSTEMS 

1 * 3.1/2 1.44 HIGH DENSITY FLOPPY DRIVE (5.25 

OPTIONAL EXTRA) 

43 MB SEAGATE HARD DRIVE WITI I 32KB CACHE (80MB 

WITH FILE COMPRESSION PROGRAM) 

SVGA 14 INCH MONITOR 1024*768 RESOLUTION 

512 KB SVGA CARD 

JOY-STICK 

ADLIB CARD STEREO SPEAKERS 

2 SERIAL PORTS 

1 PARALLEL PORT 

MINI TOWER CASE WITH ENHANCED KEYBOARD 

RESET BUTTON. 

MS DOS 5 




lessly plugging away at the baddies, is 
not all that interesting. And the prel- 
11, -i bat kdrops in the wholi R orUJ 
can't make up for that. Barbarian III 



DEVIL CRASH 



Pria Megadrive £$9.99 (Import) 
Genre Arcade Blast 
PuWisfcrTecnoSoft 



doesn't com parr In die esbiliiatioti uj 
a real tabic. 
To its credit, Dewl Crash actually does 

* and plenty of interesting 



ply fiddly. Ever since the world went 

Trtrisrnad. there's been ,i 

le of arcade puzzlers Hying to tap into 

■' 

!,-."■ ■ 

wallet liihiig niuiH'i spinner. Devious 
Designs had more potential than most, 
hut il hasn't quite been realised. 

The basic idea is simple enough. The 
player guides a tiny figure around var- 
inns lai;Jsta|H - ; ,.-.:,>'. up '. ;i I iL,.us>,-- 
shaped blocks and trying to slot them 
onto a transparent template, whdsl ml 
lectiug lioiiuscs a myriad of power ups 
and avoiding or shooting ihe sv. nluig 
bad guvs. All well and good. Ah, but 
there's more to it than that. On the 
later levels, the player can nuke his 
character walk up the walls and even 
on the ceiling. And this is where it all 
starts to fall apart. 

Control over the player's character is 
generally fine, but when near a wall 

bering up when you didn't want to and 
not clambering up when you did. 
Admittedly, given a fair deal of prac- 
tice the pU. : ■■•: "..id he able Incom- 
pensate for this fiddliness, but in the 
short-term it mars an otherwise n Mov- 
able and reasonably addictive addition 
to the genre, 
#&# 



Hi lis business does at leas tad tis 
le-enhancing strategy element, 
se the player lias to decide how 

le some may find the ganieplay 



you like! A graphic and gameplay mar- 
vel, E.A. Hockey is wholeheartedly 
recommended to one and all. i lonrav! 



l.,.li:K llle -.!;. 

action around. And, for my m 
far better than FtrtflJ Rgftt 



A 



Price Megadrive £34.99 

Genre Sports Arcade 

Publisher Electronic Arts 

Like Kit* qfwrth fighting in. Electronic 

Arts' Hockey will appeal to everyone. 

A section of teams from around the 

globe, each wit lb 

weaknesses battle it out in the Ice hodc- 



i . ■ i 



DOUBLE DRAGON 3 



Price Amiga £2S.9S 

Genre Arcade Adventure 

Publisher Ocean 

As Cornelius -lie Flf. it's the player's 

lask to rescue his sweetheart Elisa from 
the pointy-nailed dutches of Necrilous 
the Not Very Nice The game takes 

place over six Tcilkieii-e-.i['.i,- levels tilliil 
with platforms, pitfalls, ladders and 
bridges. Conu'lr.i, maga pmdiT.dlows 
him to protect himself from Necrilous' 

firing bolts of magic energy. Numerous 

-.and power- 

ups can be bought from Ye Olde bocalle 

Shoppe using cash picked up along 

F:k h massive maze-like level pre- 
sents its own unique set <j! problems 
to solve and tasks m achieve, requir- 



■ r play 
itegies to 






of 



LinfomtnateU th.-gotbu nature of the 


£15.99 




Gtttrt Beat- Em-Lp 


aplenty) lend a rathe depn tag I 


Publisher Storm 


messy feel to Hie game itself, and as a 


Double Dragon fit:- have been more 




than short-changed in the past by the 




conversions of the previous two Trouble 


bad headache. Whatever its short- 


Dragon coin ops, so it comes as some 




relief to be able to say that this - the 




third instainii lit ol die uii-gimig fislv- 


lowing for itself, and gamers ol that 


cufTescapadesoflimmyiind Billy l.ee 


persuasion will no doubt find Devil 




Crash to be one of the more impres- 


prettymuch wha: devotees have heeri 


sive examples of the genre. For die rest 








able -and less frustrating bits ol plas- 


U, J ,g 1 »ul, tent ,. 


ftir-t? 


^^}) J -^£^ 


DEVIOUS DESIGNS 


I--.' ..'..':. '■'..' '.:;■■ 




lie, nigh fourteen level oi'a. tion set 
in five exotic locations (and as the game 


Pria Amiga £ 2 5.99 




Genre Puzzle 


understatement). 


Publisher [mage Works 


Players start the game with fifteen 


Hmmm, not so much devious as s.m- 


■coins', and in the shops found en route 


94 r A/m, 





Having selected the length of game. EPIC 

whether the player wishes to compete jh» 

in a oneoff match or a knock-out "select- I 

game on! Skating around the rink-is Price Ate*. ST £25,99 



simple enough, and control over the 


Genre Arcade Blast 


I' . i 


Publisher Ocean 


the rink is so small and the players can 




!::'.■ 


the making. 1 can remember maga- 




1 ■ ,-.,'.! 




a year and a half ago (and 1 think ACE 


whoever gets the puck from the face- 




off is most likely to score. Until, of 


should liniLi appeal around diesami. 


course, the phut ' jet- 'in- hjngol the 


time as EA's Birds of Prey (see this 




months: Review Duet lory), anothei 


: , ' ■ 


■' b iught long lost in die Bermuda 


for-the-puck scenario to a full body 


Triangle thai is known as software devel- 


check. 


opment. 


Rile an opposition player on a too- 




regular basis, though, and you'd bet- 


like. Well . to be hank, it's a tiny bit dis- 


lei be leaee. :•■ ;ml ■■."in list where his 


appointing. The last remnants of the 


mouth is. as one ol the ieahurs 1:1; lud- 


human race are all bundled up in a 



if space ships, llceing through 
to escape the sun which is just 
to go nova- The only escape route 



Empire of the Rejourns, a vicious rep- 


won't put off the fans keen io resume 


tilian rateijf aliens As pLltrt on-arth's 


their adventures in the land of 


Tip Top Secret slarlighter, it's up to 


Darkinoon. nor should il deter new- 


Ihr platei Hi see the fleet to safety. 


comers from in.ikuii-; llien fits! Hip. 


This plot forms the framework for 


Highh ret mitiicndid 


Hit- game s eight missions, some of 


***** 


which take place in spate, the resl si 








ious planets. Although depicted in 


F-15 STRIKE EAGLE II 


super-smiwdi solid polygon }D (cour- 




tes\ of Dipital ■f-.'y' I mage Design), 




the emphasis is fimrly on shoot-'em- 




ip r.L-Ini llian spurious simulation. 


Price Atari ST/ Amiga/IBM PC £29.99 


Depending on how the player per- 


Genre Simulations 


lorins in the various missions, the plot 


Punfisher MkstrjProse 


varies aftotdinp.lv. hui ,: s very limit- 


MicroProse make a departure from 


ed and neeer-v.il'', ,1, vi.ih 




linear path, i'pie is all n . 


with this action-orientated affair. It's 


the sheer scale of some of the space 


the flight sim equivalent of the Janet 


triples is stunning ■ and control over 


■..:.. 


[he ship is superb, but you can't help 


no complications. Payers have six torn- 


■.visiiiui; there was a little more to the 


bat arenas io choose between, each with 


game than just blowing everything up. 


various missions to select- These mis- 


A touch more depth and lies would 


sions are nearly all simple 'get in, destroy 


have been a classic. Still, if you're look- 


a couple of targets and get out alive 


ing for a high-class, no-nonsense }D 


jobs, with the player have to simulta- 


blaster then Epic's your game. 




I'ersorullv, I'm hokliug out for Epii 2. 


enemy jets. Control is via keyboard. 


#£*# 


inysinkor mouse and is highl'. :>-;- ■ 








The screen update is fast enough but 


EYE OF THE 


there are quicker 3D routines abou! - 


BEHOLDER 2 


it's more than adequate foi 








ing, with a white-noise hiss being being 






Price IBM PC £34.99 


most of the journey. In the gameplay 


Genre Hole-Playing Game 


department this is a winner, with plen- 


Publisher SSI/US Gold 


tj ol « lute-knuckle action to get the 






with its inspiration 0uri K «in Musfrr. 


In n.eai. tin- game's lack of depth, but 




anyone else should find this just their 






genre) for bringing RPCs spluttering 




..!,...«'-. ' ' | „• 


**** 


room of Ihe anorak- and glasse-wear- 




ingsoeial retard „,.d into the bright 
liiiylighl oft ritual ai claim and public 


F-22 INTERCEPTOR 


acceptance. 


Price Megarttve £39.99 


This style of RPG banished forever 




the notion that these games should 


Publisher Electronic Arts 



in detailed 3D graphics, with all the is&& 

number-crunching handled by the com- The first 'teal ' flight simulation to 

Beholdcr2 toiiimiii'-. ill' leiecie. : > : n ght expect, i whole lot more aim- 
use and - most importantly ■ fun and computer. The drill is pretty much rou- 
exciting to play. To be honest, the real tine - strap yourself into the cockpit of 
improvements over the first game are tour prototype fighter and kick some 

lew more .mil:, :u frames lavished lietause ton-ace :. out rols are far more 



TNT 



MONKEY ISLAND 2 

As you probably know by now, 

■isli" ol dear old ACE Magazine: 
.- A ■■ -i,..,; fact was not 



' ii-h Obviously, 

to happen. So, never one to leave 

the final part of the co 1 - 

PART 3: LeCHUCK'S FORTRESS 

Once at LeChuck's fortress, walk 
■ 

. \\ en gotoal] ill' 
_... i....... ,s... i.._:.„, .-.c~„Jru ,.~-~~ 



pond pise the phone leu ftmj Ihen 

gite li 111 . ; .. racket and follow the 

last cracker and follow his direc- 
tions and you will be at the X. 

P , lh, si , -I' 111, > N< e 
use llie tkimmite tin the little. Use 
the crowbar on the tow. Use the 
rope on the twisted metal al llie 
■ bole. Now Governor 
Mailes will arrive, but the re— 



■ 



elm I 



flit 



jp. C..__ 

ound lint: llie lightswitch just 

the right of the very' middle of 

Use the switch (BOO!). 



'appear LeChuck will 

• ■■ ' '" 

■■■ • 1 ■ •■ 

Kewpie doll and a balloon. 



. .sie IMinesuAl :|io..o|i ( ,[|i, is 
may differ, arm connected to head, 
head to rib and rib to leg.) 
If you look at the first three parts 
iiec aie arm. head, rib. 
Kind a statue that nee. 
description (i.e. arms on top, head 
itidlc, rib on the bottom). 

for the next three verses. 

Eventually you should end up 
at a huge door. Open it and walk 
thru. Get the key, whereupon you 

-.:!. lie captured and tortured. Now 

use the straw o-i the ntvi-ii el rink. 

Spit at everything in the rexn 1 1 e< n 1- 

Uy now the- spit 

: ■ 

1 , -I v. ;\- .1 , ■. ' 

.. 1 air.thitijj;.) Now light a match... 

PART 4: DINKY ISLAND 

1 00k al the sign. Cio to llie still, 
pickup the triii it: ni Ja-s :n:tl use 
the glass em the still 
barrel and get the cracker, 1 . 1 1 k to 
I lermait but don't bol 
ing his questions. Give the track- 
er to the parrel ;Ik .1 pju'cou i'.i 
'.erection), lake the bottle 
from the water. Take the crowbar 
that's near the barrel and crates. 
Nee.-, en let the jungle. 

Find the pond and pick up flu 
•ope (it's around the box). Open 

. ■ ■ -i ' 

Find the tier ttilli Hie I1...4 Ii,.iil- 

uae the bottle on the 

free' anil use the newk-l 
tie on the hag. Pick up the crack- 
er mix and use the glass 
g the distilled w.itei on 



Now go to the First Aid room, 
■ 
paper basket and take the s\ range. 
.■ •: the drawer and take 
the gloves. Find the room with 
the grog machine and use the bal- 
loon and glove--, mi lite helium 
M use the coin-return 
slol on the grog machine. Now 

' '. 
into the mum iv'll iientl hut I11 

, h, l , in - 
Guvbrush to take his underwear. 
Make your way to the elevator 

e Al I button, tin 

I vi iitualh I eChuck 

■ pear the lower level. 

' 

use the doll on yi.it. Just use 'the 

After having explored the ever- 

' - ' 
1 
l.i-Chiick. \M-„ ii'-.'.u fine: I11111 yem 
■quick. Give him 1 1 1 c ■ 

youTHe lluc, ... 

,1 p you. 

eappcat ttv lo use 
- 
the underwear and the beard 
scraps in the Juju bag. Now you 
will have a voodoo doll pulsating 
with power. Find LeChuck and 
o;ji 1 net needle on the 
: uck will leave, so fol- 
1 
the selections given (for fun). If 
you rip off the doll's leg then vou 
win. Now get ready for a weird 
ending... 

THE END 



im ih, ii 



it that 



■d-h.ui ih 



ila.le 1 1 



fheir__.. _ 

said to go, i.e. head e; 



t from the 






puter (no keyboard you see|, F-22 does- 
n't offer all the technical bits and bobs 
featured in ymir average Mmoprosc 
product. What it does do, however, is 

tion, given the limitations of the con- 
trols. When playing from one of the 
outside views, it may look like just 
another version of Afterburner, but it 

and missile la inciting all working real- 
istically. 

Considering it's a console game, F- 
22 Interceptor is a pretty remarkable 
achievement, and EA deserves to be 
congratulated for making the effort to 
produce something a bit more taxing 
(both for the plain- and the machine) 
than just another two-player shoot'em- 
up. If you're used to what computer- 
based llijjhi simulations can do, it's 
unlikely you II bi: impressed by what 
F-22 Interceptor has to ffer. If" you're 
not, however, and you're a bit fed up 
with the standard Megadrive arcade 
drudge, you could well be onto a win- 



ing goal can be replayed again and 
again. Overall, Face Off is a rounded 
package, though unlikely to exactly 
grab the public's imagination. Fans of 
the sport will enjoy it, but just how 
many of them are there in the UK? 



FATAL REWIND 



topicality. Set in the present day Middle 
East, it puts the player in the shiny 
shoes of an allied air commander who's 
been iriven a simple :ask ■ kirk die stuff- 
ing OttI of the aggressive enemy as 

despite Ike pretty picture of a jet pilot 
mining into land on the box, there's 
not actually an; lli^l:i-n 
in the game at all. It's 100% pure strat- 

■ i 
sions from a series of control rooms, 
screens and ofln es. tver.tni.-ii; is pre- 



celebration of the noble art, and noth- 
ing wrong with having a right old clang- 









PubfeherKrisails 

There aren't that many Ice Hockey 

games available on the Amiga. In fact. 
there aren't any. So Face Off is some- 
thing of a welcome addition to the 
non of sports games. Worth getting? 



Well, y 
United Euro 



;e Man 
ry polished game, 



manager. And like MIJE, til 
can turn off the arcade game 

things jf I hey're that way inc 
alternatively just play the area 

ie of things 



The a 



Price Mega Drive £34.99 
Genre Arcade Blast 
PufJlisnerP»ypiosi8/Electronic Arts 

I'S gill Si , , I ,|, ,|, ,|||| i s 

first foray onto the iG-bil i onsoles, 
maintaining the s jm e nigh qualify of 
graphics and sound that's made it the 
legend i: is in the .Amiga market. And 

thankfully in this case tiiere' 9 the g ,■ 

play to back up the visuals. But ifTlir 
Kiliing Came Shout had to be renamed 

MegaDrive, couldn't they have come 
up with something a little better than 
Fatal Rewind? Apart from the fact that 

it doesn't actually mean much, it's a 
fairK nlv. ions attempt to sound like 
Total fifcoll. a film which bears no 
resemblance to this game at all. 

The player is put in charge of a 
mechanical walkei reminiscent of the 
ED-2095 in Robecop, An agile little 
thing, it can run left and right, jump, 
fire and even climb up the sides of 
walls. Things they can do nowadays, 
huh? The player has to negotiate a net- 
work of platforms in the hunt for the 
exit to the next level. Aliens tlv mi from 
e,,l -w.i'-uiiriu all-:. ml 
the screen with the sole intern u f see- 
ing the player bite the dust. And just 
to give the playet a touch more incen- 
tive to escape the platforms are slow- 
ly sinking into a deadly red sea. The -ft** 
need to find keys to certain areas adds 
a small amount of depth to the game, 

but these arcade adventure elements p| NAL BL Q W 
1 ■ ■■ ■. ■..,-.. 

clas-i and acdichvesliout-'ein-up -; ;i . 

**** sat 

Price Amiga £25.99 

FIGHTER COMMAND p N ^" m las ' 

pie of months back and people in the 
crowd were genuinely shouting "Hit 



plays. 

Everything you'd expect from a mil- 
itary strategy game is in there ■ you 
sweep the area with reconnaissance 

satellites to find out where everything 
is, then organise and launch ait.u Ie, 
aitainsl [ liosen targets. Ihere'sa wide 
rangeofkitaii::.. i ira urling stealth 
bombers. lighter- ailei h. 
various air forces along with exuut. 
patriot ami si iid missiles. As the game 
progresses ll e plaier lias, to keep tabs 
un political dee! (intents, fuel and 
equipment resources and all kinds of 
other factors which govern the game 

AetuaUj cm>;d t ring there's rarely 
anything really exciting going on on- 

■ r 

:' ■ , 

nothing's rial!;, very immediate and it 

Jespiti all tin- it's still strangely com- 
pelling. There's plenty to do, lots of 
strategy to get the head round and gen- 
erally it's all very jolly. The lack of any 
real flight action is a major setback. 



can hit Fireth 

Although the players are endowed 
with plenty of moves and the ability to 
block punches, the speed of the game 
completely removes any sort of lines se 
which, after all. is what boxing is all 
Mike Tyson would con- 
centrate on different areas of the body. 
1 lit them in the ribs enough to make 
them lower their guard, and then go 
to work on their face. No such accu- 
racy in Final Blow, since the flurry of 
computerised and human arms makes 



-ibi, I 






who's. The result is a non-stop battle 

of" stick-slant: e frustration. About 

the mill way to work out who's being 
hit is b\ watching the energy bar at the 
bottom of the screen. 


So far as a coin-op com 
it's a pretty good job, and 

er mode it's alright for a faugh, but the 
original «a- lai from perfect Amiga 
owners may be wise to hold on for a 
more rounded game. 


FINAL FIGHT 





nay prefer to wait for 
:e's forthcoming ATAC In 



Price Amiga £25.99 
Genre Beat-'Em-Up 
Publisher US Gold 
Yet another in US Cold's 
endless string of CapCom « 
In Metro City (loosely baa 
Yoik) all it not well. Crime 



.rife ai- 



's rigbt-di 



e the 



ighter has 
been kidnapped by - you guessed it - 
Mr Big. (This old Mr Big certainly gets 
around, doesn't he?) The player and 

ways through the city's wasteland-, to 
rescue her. Why? Why not? 
Final Fight is something of a first for 
■ ■• i'i 
i.e. it's actually quite good. The spi tea 

ind the 



■■■I til 



nig whether 



the joystick - and the sport is fun, espe 
daily when things get a little physica 



Price Amiga £25.99 



Operation Desert Stan 



him! 



ie sort of useful 
■n fighter should 



One suspects ll 
tut of folks win 
Duple of quid on 



FIRST SAMURAI 



■1^*11, 






Megger .1 



solving too, image Works have come 
up with a winning formula. 

The player must ai'enge the tool nnir 
der of his Nitija Master by chasing the 
evil Demon King through 24th Century 
lapi . 

On top of all the regular hacking ans 
slashing Ilia! you would .■■■... • . 
in an made adventure, there are Special 
Items, which can be used a little like 
A Knockout and 



onlla-sr 



Ill'Lf! MHI : I ICHI ■:!. 



Publisher Virgin Games 
The myth that strategy games are bor- 
ing has been well and truly exploded 

confirmed trigger-addicts to a more 
staple and intelligent software diet. 
Floor 1 j offers a new slant on the strat- 
-iiig itself around a 
compelling scenario and offering game- 
play that goes beyond the regular strat- 
egy framework. 
Set in present-day Britain, it tells of 
government-run secret poli 



WIk1i.iI 



Is, wipe out silt) 



tial Jits game or another COlleCt-the- 
objetts adventure, First Samurai 
carefully sidesteps the argument by 
blending both styles in an effective and 

appealing way, keeping both hardcore 
Killers and lliosc with more cerebral 



thatm 

versive elements and generally protect 
the government from embarrassing 
incidents so that it doesn't fall from 
grace. As Director General of this tor- 
rupt agency, the p!a;.ri is solely respon- 
sible for its operations. 

The game is played almost entirely 
from a single static screen of an office 
desk, onto which intelligence reports 

..ii-;- 1 lid and form the basis of 
tin- int. rmalu ■•: .'.In, ii -i 
from as plots and storylines unfold. 



irveillaiu 



Publisher 0&H Games 

Yaaaaaawn. Don't get me 

got nothing against football - there's 

management games of this type. P'i..ycr 
Manager is the exception to the rule, 
firstly because it's so excellent and sn - 
ondly because you got to play Kick Off 
with it, which in jdi :t JcjuIjK esullerit. 
When faced wkIi something like this, 
though, it's difficult to imagine any- 
body but the most desperate sort of 
garnet or die-hard fonty fan actually 
getting any enjoyment out of it. 

Technically of course, there's noth- 
ing to fault it. and the depdi that the 
j-anie go, s into is commendable - you've 
got your league and cup trophies, finan- 
cial problems player injuries, team 
tactics, talent scouts stadium man- 
agement and all the vest 

- however, nothing much 
seems to have changed since the days 
when these games were prevalent on 
the Spectrum about three or four years 

These days, however, the cheapo 

graphics arid sound just don't cut it 
any more, do when something like this 
comes along it seems like a bit of an 
embarrassment, really. But of course 

what 1! is. Football Director is enter- 
taining enough, and providing more 
not expecting too much and willing to 
give the game some time it should pay 
oil handsomely. The wiser members 
of" the computerised football-manage- 
ment fraternity will probably want to 
save then pennies - - " ., ' \lanager 
i. however. 

■ft-Sr* 



Price Megadrive £34.99 
Genre Platform 

Publisher Sega 

"Don't be put off by the screenshots 

1 in ;li.- Ixk I- ol :;ie U.!>l" is probably the 






the title. The I id I,. ,!.,-! 



ipmg phonos, searching 

mil killing 

hieve the government's 



FOOTBALL DIRECTOR II 



are but children's toys compared to die 

Formula One Grand Prix, the latest 
and greatest game from the program- 
ming genius thai is Geoff ■ .Stunt Car 
Racer- Crammond. The graphics arc- 
truly amazing. wi::a [.igi.l;.iiel.ulc<: i.irs 



fences and cranes. The sound match- 
es the visuals, wilh good use made of 
throat) samples for the engine. 
But it's not just the quality of the 

graphksorthcsoutidsthatiiiali .-- I GF 
so special, it's the meticulous atten- 
tion to detail that generates an authen- 
tii and involving Grand I'rix 
atmosphere. Everything you'd expect 
to find on a Grand Prix circuit - stands, 
bridges, tunnels, etc - is there (and in 
the identical position they'd be found 
in real life), even extending right down 
10 stewards pushing crippled cars off 
the track and engineer crews waiting 

The wonderful control over the car 

plenty of difficulty modifiers to make 
the game 1 is) enough for Granny 

Smith to play or lough enough to bring 
Sterling Moss out in beads of sweat. 
Indeed, so good is FiGP that it earned 
itself an ACE Trailbbzer and the hon- 
our of becoming the new Racing 
. -i k hmark. Good enough 



FUZZBALL 

A 

Price Amiga /10..99 
Cm re Platform 
Publisher System 3 

\v ell. this is a bit of class from the past 
and no mistake. R. In *:iuig!\ free from 
pretension. System ;,'s latest is a sim- 
ple yet hugeh add;, live plalloriti ali.au. 
The player controls a bouncing ball of 
fluff that has to be guided around a 
network of platforms, colluding fruity 

* :ne ntle try to stop him. These come 

... 

.::• ;i. purple lilai k and red. Ryrepeat- 

; mi: 

; inn thl iii long enough 

lo knock them off the platform. 

However, if the player lakes too long 

the Fuzzball comes to but even nasti- 

As die player progresses through the 

Fuzzballs appear . .im.-. liable monsters 



Pi'! 



■■' 
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winner. And there's a right dreamy 

animated intra to boot. (Well, cuti'ce 
got to fill those big boxes with some- 

en"t your 1 ) 
***** 



GALAGA '91 

Rice Game Sear £29.99 
Genre Arcade Blast 
Publisher Import 

Anrrggghh! You filthy, wretched, suck- 
ing little alien bastards! Anyone who 
played the original Galaga in the 
arcades, or better stili the BBC version 
i a I led Zulago from Aardvark will be 
thoroughly versed in the extreme tem- 
per tantrums the induced. 
(to 



re had that elus ive spark of sheer the I 



Pubkiher Accolade 

This is as our tad friends would s:iv. 
mega-wicked! It appeared in the post, 
totally unexpected, and turns out to be 
one of the best games we've seen this 
month! Yeah, seriously! The player (or 
players - up to ten can take part) com- 
pete in eight winter sports ■ luge, down- 
hill skating, cross-country skating, 
speed skating, bobsled, giant slalom, 
biathlon and ski jump. All the events 
are depicted in an effective mis of |D 
polygons for the landscape (a bit like 
Midwinter) with sprites for the com- 
petitors and course scenery (trees. 
fences, etc). Sound is less, impressive 
• on a basic PC the game is played 
■' for a between- 
game tune ami a trowel thru when a 
player completes an event, 

|, ;..., , ■ 

behind and above his on-screen alter- 
ego. therefore getting a good view of 



,- AVU.IS 



01 bullet destroyed the player 5 



Here, the likelihood of a gamer using 
up all his Con limn-:, i 
remote, it's the sort of game that taws 
you feeling so mad and impotent that 
you have to turn off the power in order 
to wreak some revenge on the buy-eyed 



shoot-out this is. Not quite as good 
the superb Hatky Wars, but boasti 

ply an increasing number and fere 



i of speed. Each of 

- -•■ is relatively easy lo control 
and consequent'/-, eery easy to yet into. 
Like the Epyx Gomes' series, success 

i ■ 
rather than hammering the fire but- 
ton, so it's very satisfying io play and 
makes shaving seconds off those best 
times more a matter of skill as opposed 
• pfepdrj] stamina. 

Despite its superior qualities. I be 
Gaines may get a bit dull when played 
alone (a criticism levelled at nearly 
e«ery game of this type). However, as 

Games a more than worthy purchase 
***** 



lent :il w ai <;ainc, even if they can't draw 
graphics to save their lives. 
Great Napoleonic Battles offers the 
■ i.eite to become Napoleon 
himself. i>i the commander of one of 

his control. 

Impressions games are war/ strate- 
gy games in their truest sense operat- 
ing on a hex grid, with all the hit-point 
ratings and defence abilities displayed 
■ ■ ■ ■ ;:. ■. iiimiiTu lorms. but lhe\ 
are sure to keep happy the ga mer who 
simply wants a machine to do the 
adding up and look after all the imag- 
ination, sound and action in his own 
head. 
*** 



GUNSHIP 2000 



Pnce IBM PC £39.99 
Genre Simulation 
PuMsner MicroPros* 
Nobody writes simulations like 
Microprose does. This is a highly-real- 
istic sequel to the company's earlier 
mega-hit Gurnhip, which has gone done 
in software history as one of the best- 
selling sims ever. This sequel is far 
more than just GurufiifH-. Every part 
of the game has been given a radical 

Probably the most impressive aspect 
is the revamped graphics system. Using 
of patchwork-quilt landscaping 






llideM I 






;rapmis 



GREAT NAPOLEONIC 
BATTLES 



-.< fat.' 



at the player can only have two h£ 

ne, and the annoying habit the abens 
ive of circling at the bottom of the 
reen, killing the player who makes 
e mistake of thinking that he s sat- 



-~;c Airies £25-99 
.-s M Strategy 
Publisher Impressions 

You've got to laugh. The shots on the 
back of the box tell all about a product 
like this. "Create new battlefield with 

bushes. "Franch infantry advance on 



modelled in 

with rise, hills, mountains, valleys, 

tings. If it's a geographical feature, it's 

form of a series of pilot-testing mis- 
sions. Unfortunately this complexity 
means that you really need at least a 
[6MH2 PC to get anything approach- 
ing speed from the game. Sound with 
a board is marvelouslv atmospheric, 
and adds no end to the gritty battle- 
field feel. 

Tin- i opt it t ontrol is good, but actu- 
ally getting the craft to fly matches that 
of the real thing, i.e. it's very difficult, 
and certainly makes Gunship 2000 

playing teeth on. However, if you're 
looking for the ultimate chopper sim- 

***** 



Pnte Lyra £34.99 
Genre Racing SI 
Publisher Atari 

The Lynx catalogue of software keeps 
getting bigger and bigger, and ■ more 
1 1 1! porta: el v - the quality of the games 
tg better and better. Hard 
Drivin'. a conversion of the Atari coin- 
up, is a ease in point. 
Potential buyers expecting or hoping 
;.:e.t: t are going to be dis- 
appointed ■ this is a pretty successful 
attempt to simulate the controls and 
performance of a real' car, and as such 
it's slightly more difficult and much 
less forgiving to drive than yer usual 

The action takes place on one of two 
courses, a Speed Track and a Stunt 
Track (complete with jumps and loop- 
theloop). Once these have been tamed 
the player can try racing against the 
Photon Phantom. 

The graphics and sound ne naming 
short ol incredible, accurately repro- 
i and li-el of its coin-op 
Big Daddy. Along with S.T.U.N. Runner 
this is a real showcase for the power 
of the Lyra. 

It takes a little while to get used to 
Hard Drivin' on the Lynx - the joypad 
is a poor substitute for a wheel - mak- 



Iknll- bonus. I lowever. once the play- 
er has got the hang of things they 
should find Hard Drivin' remarkably- 
satisfying. Recommended. 
**** 



Price Atari ST/ Amiga £25.99 
Genre Role-Playing Game 
Publisher Electronic Arts 

to categorise, like Sunlight 2 it's a mix- 
boasting strategy as well 
.1 - role playing elements, adventure as 
well arcade space-flight sequences. It's 
the sort of stuff that El 



sen chun 



.it ioi 



But if you're sniggering, yo 
n't, because impressions certa 
how to put together a top-r 



HARD DRIVIN' 



;ie nee fiction .id 



er taking cm thr r.vr-"(i i i:-l vm>.s-; i.u \:\i\\ 
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space bitch Hard Nova. *** 

You can interact with characters, RPG- 
fashion, colled objects, do missions 

and trekacross die galaxy, kidnapping, HEIMDALL 
ferrying cargo from planet to planet a 

and so on and so forth. 

It sounds like a t>i( ul a cop out. nil 

if this sort of malarkey is your cup of Price Amiga (1Mb) £34.99 

tea, then you're liable to have a lot of Genre Arcade Adventure 

long-lasting fun with it ■ it's just a shame Publisher Core Design 

that the vast majority of gamers don't After a long string of shoot'em-ups and 

have ihe patience to get into it. Well platform games (Car-Vup, Frenetic, 

worth checking out - the game's got Chuck Rock), Core Design lias returned 

ofatmosphere(hoho!),andgets to more involving territory with 



i.' film was a disaster, and 
Ocean hadn't turned out anything o[ 
note in the film conversion stakes for 
quite a while so nobody was really 
expecting very much out of Hudson 
Hawk. But instead of the usual cyni- 
cal and barely-playable licence, what 
we got was die best platform game so 
far this year. Special FX took a big gam- 
ble in its interpretation of the Him by 
chucking 99% of the source material 
of the window, and getting on with 



'nun particular mission is 
detailed in a briefing where specific, 
initn = 1 1 . i ! -. - laiju'K art- detailed by your 
allied commander. 

The best thing about Hunter is that 
there's no messing about If you want 
to infiltrate an enemy base, get a dis- 



Ufi.,1: 



iw.n'il 












Idillga 



*** 

HARE RASING HAVOC 

Price PC £29.99 
Genre Arcade Bast 
Publisher 



The Heimdall of the tide is a human 
lift from the Gods, sent to Earth by 
Min lo recover the three great weapons 
hat will vanquish the forces of evil, 
titer selecting a crew from the varied 
haracters available. Hemidall sets sail 
cross the Nordic waters to destina- 

For the most part, the game is yer 



around Who Framed Roger Rabbits Immortal, although there are some 

stunning cartoon opening sequence interesting strategic and FRP elements 

does indeed sound like one tasty - all the characters have differing skills, 

prospect - but sadly, Disney lias realised which means that the player must 

little ui'its great potential in this rather switch between them, as in a conven- 

dull litde game. tional RPG. to perform certain tasks. 

On paper at least, it sounds like the The strategy is provided b\ [he seaf'ar- 

cartoon's outrageously-l'rctictti spirit big section, where the player n 



game around the film's basic [ 

- that of a cat burglar stealing valuable 

artifacts from around the world. 

It works superbly, in much the same 
style as former platform classics like 
Mono, Rick Dan&raus and Switchblade, 
with small, comical characters playing 
over tortuously-designed platform lev- 
els. It's j class act, without a doubt, 
with fiendish traps and pitfalls lurk- 
ing around even corner. The game- 
play is easily up to console/arcade 
standard, and the graphics and sound 
really do enhance the fun hea because 
they're so jolly. Don't be put off by the 
connotations - Hudson 
Hawk is a brilliant game in its own 
right and deserves a place in your col- 
lection. Today, 
i>t + <:,:- 



the player can 
tontentrjtc on progressing with I lie 
mission much more intently. 

Excellent graphics and a fast-paced 
storyline can only add to Hunter's 
already awe-inspiring style. A winner. 
***** 



THE IMMORTAL 






te the player beyond 
s unfriendly control 
s and repetetive gamt 



slow, drudgy animation thai; 



■Jtdnpiiai;.. ■ 

itereal weapons and each fan 

ndependent level) in the mc 



counterparts in the genre. In fact, tl 



HUNTER 



aforementioned decent product' has 
been swilling around doing very little 
indeed for the last few months, 



games. The Disc Company have taken The only gi 

i: upon themselves to let another trick- point oi view i- 
le of gameyness reach the streets. 



Price IBM PC £30.99 
Genre Arcade Adventure 
Publisher Electronic Arts 

It's over a year now since The Immortal 
appeared to great public acclaim on 
the Amiga. A masterpiece of anima- 

I io 1 1 a n J ga tut- dt s t gn . it was probably 
ti-sponsible tor selling a fair few iMb 

to the PC, and now features a couple 
of new enhancements diat make it any 
even belter game. 

cal. The player guides a superbly-aiti 
mated wizard on his travels around an 
isometric-jD dungeon. As he progresses 
around the corridors, he discovers trea- 
sure, traps and of coura 
monsters. In die original Amiga game. 
the fairly complex combat took place 
at the same scale as the rest of the game 
. ... small] and it made judg i 
es to the opponents lunges and feints 
a touch difficult. On the PC, however, 
when combat occurs the view switch- 
es lo a close-up thai niates things far 



., he., 



i ■ ■■ ■ 



m of play 



HUDSON HAWK 



ry bit as Price Atari ST/Amlga £24.99 
nly die- Genre Platform 

I apply. Publisher Ocean 



me will all of the usu- 

.lldn til lie great if..." 
hould, by rights, be 
eae games, 
: of the Hunter, the 



recent plethora o 
. the 16 on display 

ippointing. Howeve 



JIMMY WHITE'S 



IRE. 


TDD 
1 KrA 


FOR SALE 


IBM PC 31/2" or 




Sl/4" disks. I 




will pay up to £15 


Atari STFM 1 MB 


each for them. 


with external disk 


apart from the 


drive. £1000 of 


budget titles 


games. Sell for 


which I will pay 


£250. Tel: 0727 


up to £9 each. 


526S0. 


Also anyone who 




is willing to swap 




IBM P.D. and 


Nintendo Super 


Shareware please 


Famicom with 


contact me: 


U.N. Squadron. 


Chima Ojukwu, 


Pal machineof 


20 Mossgate 


surperfo quality. 


Road, Liverpool 


hardly been used. 


L14 OJP. 


For £200, please 




tel: (0494) 




722598. 


Help wanted IBM 




games needed. 




swap, buy and sell 


Amiga originals 


games ringing 


for sale populous 


Bobby on 


II £17,50! Loads 


0371810346. 


more. Wanted 




PGA Golf will 




swap (0325) 


For the price of 


720985. 


an Amiga 




Magazine. You 




can buy the best 


HELP LINE 


cheat book 




around not just 




two or three, or 


HELP!!!!! Is there 


even four, but a 


anyone out there 


whopping three 


who is willing to 


hundred cheats. 


sell games. 


All this for a mere 


Preferebly: 4D 


£3.50, including 


Boxing, Blues 


postage and 


Brothers, Cisco 


packing. Alex 


Heat, Eluira, 


Barley, 80 George 



Gunship 2000, 
Rolling Ronny, 
Rocket Ranger, 
Double Dragon, 
Speedball 2, 
Turtles 2, Xenon, 
Terminator 2, 
Goldern Axe, 
Pitfighter or F29 
Retaliator for the 



Street, Maulden, 
Beds, Ml 145 
2DD. Order NOW 
for an amazing 
free gift!. 



'WHIRLWIND' 
SNOOKER 



Pnce.Atarl ST/Amlga £24.99 
Genre Sport Simulation 
Publisher Virgin Games 

Archer Maclean veteran pro^r.n inni 
of IK* and Dwpzonc is probably the 
last person you'd expect to write a 
snooker aim. Cue games have been 
around since the beginning ul com- 
puter fining ■ a Few coloured shapes, 
some angle-of-deflecrion algorithms 
and away you go. But even with the 
jdvent of }D graphics, nunc ot ■] uri i 
•■ hadanj dement of Kal- 
ian, until now. 

The table is viewed from behind the 
cue ball so (he player can line up shots 
as if on a real table. The view can be 
rotated through various axes and 
zoomed in on so the player can see 
i ■. ■ ii'rv.-iNule cm'Ct'ivjble 
The ball movement is accurate, with- 
out balls stopping for no apparent rea 
son or going off at peculiar angles. 

Two player games are the best, but 

.. .i.lablc -in Ibe lone gamer. As the 
tactics can be incorporated, like p»si 



KNIGHTMARE 



one who enjoys a good NI'G - and 
i> i. :m ,-.l hi ■■■■!.:, ■ 
than happy with this. 

My only aerious quibble is whether 
kiddy fans of die TV slum- will find its 
slightly cerebral nature appealing. 



LOTUS TURBO 
CHALLENGE 2 



Price Amiga £24.99 
Genre Racing Game 
Publisher Gremlin Graphics 

success™ to the excellent 
lotus Esprit Turbo OaSaig 
has a number of interesting ail lic- 
ences to its predecessor. For a start, 
it's a better one-player game, but not 
so good for two players. Technically 
superior to the original, there's nev- 
ertheless something just a little bit 
lacking. Perhaps it's the removal of 
the laps system, or perhaps it's the fact 



to the 01 



rs real- 



ly doesn't do you that much damage. 

bul whatever, it ain't quite as good. 
However, it IS a great deal better 

than 80% of Ihe driving games on 
the market, and there's a Link-up option 
allowing up 10 lour place:: 
onee. The action is fast and furious 



55 uy road). Graphically superior 



Publisher 

Knightmare, based on the I I 
TV series of the same name, can best 
be described as Captive with new graph- 
ics. The similarities are hardly sur- 
prising - both were written by Tony 
Crowther, the man who has been 



le obstacles and a high 
m the ears themselves, 
lg hampered by some 

hrough any water and 



LAST NINJA 3 



one who has played M'^, 

Captive will realise, this is not such a Z *" £i 

bad thing. The action is depicted in Price Amiga £24.99 

bitmapped view-down-the-corridor }D. Genre Arcade AdVei 

he player able to move around Publisher System 3 



the puzzle- and 
labyrinths wil" 



11. After 



: partiuclarh been shining up then 

rl anv- prosper 1 of giving Syi 



touted, much lorded and much delayed 
conclusion of the Ninja series a right 
old kicking, the bleeding thing turns 

out to be great! 

Applying a incur ah . ■.! 
angle to the tried and tested Ninja for- 
mula, the boys ai the System have pro- 

dllU'd A l,'a,!M'Wl,iill lus.il! Ill',' V,S!,1.,I 

appealed the first two games in the 

that's not quite the case, but instead 
of the game relying so heavily on the- 
fight routines which, to be honest, 
were never that good, the emphasis 
h» been moved onto the puzzle-solv- 
ing element which isn't half as hard 
to implement. 

Spanning an epic quest across a 
bunch of different zones (earth, air, 
fire, water and void) tin' garni' contin- 
ually throws up different puzzles which 
the player must serve in order toreadi 
the next stage. 

Aside from completing these puz- 
zles, there's a lair amount of rucking 
to be done too, and the col lei I Mile 
weapons add enough novelty rn ensure 
that even when the player is doing over 
his twelfth adversary of the level, hell 
find something new to do. 

Graphically, the game is really rather 



its can be made. 

It's all pretty standard point and click 
stuff, but this time the player alternates 
between the very different personas of 
Larry and Patti. allowing both to get 
into sexy scrapes and also avoiding and 
particular!) -everc cries of 'Sexism!" 
from bendy liberal wets 

Again, the hand-painted 256-colour 
graphics and game design are an excel- 
lent splint for what occasionally laps- 
es into a bout of pretty lame gags. 
However, this time Larry does have 
moments of absolute briUance, and 
the continual promise of a further saucy 
pic of a top spy in a nuq pose is 
enough to keep you coming back for 
more. No? Well, please yourselves. 



dude thai you'd be mad, ha-bleeding- 
ha. to miss it. 

MAGIC GARDEN 



ngj Only weeks after the 
big T\ Ira: . : .-- _. _..-■ ani! as the 
country qua" - . ai ike threat 

■ . 1. 
crappy game shows filling our screens, 
Kairibev. Arts produce a game which 
is all 



n! If only the geezers at TV-AM had 
E chance to play Mad TV . they might 



Price Amiga £24.99 
Genre Arcade Adventure 
Publisher Electronic Zoo 

Good God! Whatever next Having been 
plagued lor -11- ■ r i - 1 - b\ ■ 

never-ending stream of ceramic 
randably keen 

to get our hands on the game which 
they promote. And what a peculiar con- 

In his endeavours to become 'the 
most efficient gnome', the player must 
guide a gnome around the eponymous 
magic garden doing, well, this is where 
it becomes a little bit unt ii 
He can do pretty much whalcvi r In- 
fancies. He can water the flowers. He 
cars mow the lawn. He can use some 
magic seeds and fly around on the back 
of a In;', dragonfly! Rul flic gnome ruusl 
be careful, for there are terrible leap-: 
which live in the garden like big (low- W 
ers which can hurl him or tall grass 

W !\n!i C r" .111.7 had betu"' lie ca rclul M EGAFORTRESS 

nber of objects lie's car- 



ta Martian Memorandum's case the 

aesthetics are enough to make up for 

' 
at least they seem to be for the first few 
hours. The gain uses digitised mdei ■ 
footage, sampled speech and film qi ral 
ity music to se! the scene (the story 
1 asN Mm as a futuristic private detec- 
tive who must travel to Mars to track 
down :ke kidnapped daughter of a 

■ 
well, creating a strong sense of atmo- 
sphere and involvement. 

But as is so often the case with games 
of this type, the effect of these flash) 
gimmicks soon wears off and when 
you actually buckle down to play the 
game you realise dial there isn't real- 
ly that much to see or do. An ardent 
advcnlu:..'! could easily complete it 
inside of a week, because the linear 
means that it's almost 
impossible to go down the wrong track 
■ it's as if you're being guided by an 
invisible helping hand, and that's not 
very satisfying. Both Rise O/Dit Origin! 
and Heurt Of China offer similar and 
1 rune satisfying experiences, so if you've 
got the PC muscle to run so demand- 
ing a product, you'd be well advised to 
clrei k either of those out instead. 





Not only is Mad TV a right laugh, 






Price IBM PC £34.99 




is exploring the underground 


ace,,-. 


Genre Simulation 


LEISURESUIT LARRY 5 


- : . 


where the toilet is! Gnomeyca 


n flush 


Publisher Mlndscape 




the budget) over an entire TV station. 


the toilet for extra efficiency. 




The trouble with games based on tak- 










ing every sineii- rule in a big. stupid 




the bargain. 


game looks, plays 




old plane like the B-52 is that virtual ■. 


Price IBM PC £34.99 


The aim is to keep Mad TV at the top 


jnstodd. Ifs as odd as anyth 


,e ;-,'.- 


every role is mind-numbing ly boring. 


Genre Adventure 


of the TV ratings while simultaneously 


i", el seen 1:1 11 






Publisher Sierra On-Llne 


winning the heart of Betty, the most 


Potter style graphics and ga 


nepbv 


then course across thousands of miles 


He's Larry Laffer! She's Passionate 


beautiful woman in town. Taking place 


which quite honestly is tricky 




■.ifierr-.nri using a 5D terrain mapping 


Pal-a! And they re in a whole lot of trou- 


in a huge skyscraper, the game has the 


ine appealing to the masses i 


. ;"! u.im a> fiddle around with 


ble! Leisure Suit fare, i die latest instal- 


e.-icter baring around from 


Garden a true enigma. 




. p'lii iesin order toiam 


ment in the impossibly successful 


the various offices, buying up films, 


** 




the enemy's radar? 


adu'iiliuesciic-, chronicles the spying 


scheduling programs and keeping an 
eye on the all important viewing fig- 


MARTIAN 




The aim of the- game is lo pilot a bat- 
tle-scarred [S-52 across both Iraq am! 


^-'^la't'promises to Ik the most sexy 


1 '.el', uci'.-. a 


MEMORANDUM 




lion and aim ofy ,1. u slot utter! 


. , , , 


crop up and give you some helpful 






secret until the awesome tonnage of 


of'rlm^mob^^r^qurlo 


hou '.van an a'.vardlol pcinca a art film- 


'■%■$■ 




areiri'riVnu'r'rlorallirs'grulg- 


keep good honest smut on the airwaves. 


so it's up to you to schedule accord- 


Price IBM PC £35.99 




ln> |i,i: kiting and intent. Megafortress 


Initially taking lire lole of the audition 


ingly. Now all of tins would be a good 


Genre Adventure 




is j 1.1st ;i u.-r> :''*.-;l ■-rvnJ.il i^ii oi'.i i.dn.i 



Larry quickly becom 
hairbrained underw 
porn off the normal 



Id plot to get all lent sti 



those players who are especially keen 
on that sort of thing. 

Perfectly competent both prapimal 
ly and on the play front. M epa I < >n r< -s s 
has missions designed by real B-52 
navipiior and best selling author Dale 
Brown, although it's one of those games 
that I guess you really need to have 
•d the real thing to apprcci- 



*** 



MEGA LO MANIA 



Price Amiga £24.99 
Genre Arcade Strategy 
Publisher Image Work* 
Released amid a bunch of Cod-suns 
that are still coming thick and fast, 
Mmors>uii's offering has fared better 
than most, steering sufficiently clear 
of the Big Daddy Populous while not 
being afraid to borrow little bits here 
re appropriate. 



Set in 
Mania is all about the quest for power. 
Power over a set of worlds, each made 
up from a suite of islands, to be pre- 
cise. New worlds are formed and mtei- 
iipeiil liii' is placed upon therri. upon 
which interstellar freeloaders descend 
and try l< 1 seize the reigns of power far 



software team Paragon is none 100 sur- 
prisingly a sequel to MegaTravettcr 1: 
The Zhodani Conspiracy. As before, the 
player leads a team of five space adven- 

fully! riches and fame. This time 
around, the player task is to find a way 
to halt the flow of trade slime emanat- 
ing from a mysterious set of ruins left 
by a dead race called the Ancients. But 
are they dead? That is up to the player 
to find out... 

Sporting high-quality 256-ccriour VGA, 
this is certainly a treat on the eye, and 
the ears as well with a suitable sound 
card. The game itself is an RPG in the 
Ultima style, but not half as rigorous 
- which for many will be more than a 
blessing. The story is fun and involv- 
ing, with plenty of sub-tasks to per- 
form that provide welcome and often 
amusing relief from the main plot. If 
one has a minor niggle it's [hal the 
space combat - which you'd think would 

: '.'-I '■'« ililip pail ill tin- i;ait.r 

• is flat and dull, with little sense of 



e. Mega b ly recommended. 



4® 



ie refining of natural elements, rather 
lan simply running around hitting 
ie others with sticks are more likely 



Pnce Atari ST/Amlga £25.99 
jf ma Platform Game 
PuOlisfter US Geld 
rr.ere's big trouble in the land »l 1 nic> 

\ ■ ■ 
en across the land, and it's up to the 

ware to save the day. At its core Mega 
Twins is a platform game ■ one or two 
players guide their cutesy heroes 
through level after level of ledges and 
chasms, seeing off the attacking mon- 
sters with a lunge from their tiny little 
swards. Magic orbs can be found along 



MEGATRAVELLER 2: 

2UEST FOR THE 
NCIENTS 



Price IBM PC £TBA 
Genre Role-Playlng Game 

Publisher Empire 



way that 

which are parik ularly useful against 
the super-tough end-of-level jus! us 
As a conversion of the CapCotn coin- 
op Mega Twins is hardly slattbiip,. lull 
it's competent enough. Apart from the 
:.d pate of the action, the 



;inpanyr 



from 

real thrills on offer - the platform ele- 
ment is minor, and having to endlessly 
tap fire to jab the beasties into obliv- 
ion is hardly opening up whole new 




FOR SALE 



lOS-TMonifor. 
Nearly lOO latest 
top games, 
Joystick etc, 
Perfect condition 
still boxed. 
£450 O.N.O Mr 
Yaeger 0932 
227339 



Sam Coup'e 
excellent 
condition. 1 year 
old computer + 
tape recorder, 5 
games, 
demo /utility 
tapes. £190 
O.N.O. Tel: after 



i.OOjw 
)3057 



>m 



0305775991. 



Atari 520 STE. 40 
games and 
Amstrad printer, 
£350. Write to; 
Mr R Jones, 4 
New Road, Weston 
TurviUe, 

Aylesbury, Bucks. 
HP22 5RE. 



HELP LINE 

Lookin' for tbe 
penpals, owners 
of Amiga or IBM. 
We would like to 
exchange games, 
and/or progs. 
Write to: Darya 
Runtich, 
F.Buriana 40, 
43500 Dauvar, 
Croatia. (IBM) or 
David valdgoni, 
V.D. Kostize 25, 
43500 Daruvar, 
Croatia. For 
Amiga. 



Please Help, I 
need Wildbunch 
for Spectrum, Pay 
up to £7.50, Also 
needed colony 
and the double?! 



Do you need help 
with any games 
on any of these 
Computers or 
Consoles: Atari 
ST, Amiga, PC, 
Sega, Megadrive, 
Famicom or NFS. 
Well we will help 
now!! Concom 
Help' will help 
with any problem 
on any games on 
your system. 
Just write to us 
including a 1st 
class stamp and 
20p (a 20p coin if 
poss). And we'll 
solve your 
problem within a 
week of arrival. 
Just send to: 
'Concom Help', 
Eaves Lane, 
Crossing Cottage, 
Sutton-On-Trent, 
Newark, Notts, 
NG23 6PR. 



Could you please 
give me 

information about 
ordering BBC 
Computer Games. 
I can't afford any 
other Computer 
as it was given to 
me. If you can 
help write to: Mr 
P. Richardson, 38 
Torrington Street, 
Grimsby, 
S , Hume r side . 
DN32 9QH. 



eviews directory 



final Miiil in the coffin is die Cut thai 
the whole thmg i B incredibly easy • ,. 
competent player will probably get 

halfway through the game otitic first 



actually turned out to be Meagre 
let than Mega. 



M.G29M SUPER 
FULCRUM 



MERCS 



Price Megadrive /Tjg.og (Import) 
G, lire Arcade Blast 
PuifcferSega 



them happy well into the next centu- 
ry, here's another chance to hammer 
the joypad. The player must team up 
with a bullet-headed matt' and mid 
increasingly wefl defence i 

President. Even the smooth top -down 
multi-directional scrolling and plenti- 
ful power-ups fail to elevate Mercs above 
the rank and file ofshoot-'crn-ups. Solo 
i. sbJc for soldiers of fortune 
who prefer to go-it-alone (or who haven't 

such missions M „ 



Improving on an already successful 
formula, Domark have done away with 
many of the longevity problems of their 
first MiG game and have set this game 
against an epic backdiv 
southern America. Taking the role of 
the pilot of a United Nations controlled 
MiG, the player must launch himself 
into hostile airspace from a solitary 
allied-controlled airhase - his mission 
is to gradually erode fees 
infidels' grasp on the area by blowing 
up their supply lines and destroying 
their fuel depots. 

It's bizarre that the company most 
recently associated with not especial- 
ly excellent coin-op conversions should 
turn out such a classy simulation, and 
as a result, it may be tough for them 
to find the right audience. Nevertheless, 
a classy product it is, with a bunch of 
external views and a flexibility of mis- 
lam enabling the inventive 
player to try his hand af : 
own strategies fordoing away with the 



Yes, well, you gel the general idea. 
Might And Magic 111 is yet another 
deive into the much-explored realms 
ofFRP gaming, this tun,- cumiuc; out 
us j cross between Dungwn Muster and 
The Bard; Tale. Is it just me or has die 
whole FRP genre been done to death 
so badly that there's just iiothiti" new 
anymore? 

This third Might Arid Magic outing 
■would seem to support that aiiuunent 
as apart from some very flashy VGA 
visuals and soundboard sunns, there 

esting on offer, except maybe for that 

"'CI persi tint run mil. nidi. ha. I 
RPG fanatics. As you'd suspect, the 
scenario is about as hackneyed as one 
is ever going to get. with some clap- 
trap about returning the Ultimate Power 
( Ulis nrimin, yes!) to the King. What 
that involves is selecting a party of 
dwarves, ores, lieroi-s. warriors and all 
that, and then wandering about fight- 
ing with dragons, collecting treasure 
and picking up clues. 

Tlie game itself actually is very pret- 
ty, but for the most part the adventur- 
ing is pretty slow and insubstantial. 
Considering, however, how conditioned 
FRP gamers have become, I doubt that 
anybody who's likely to buy it will be 
disappointed by what they find 



and the player is so interested in try- 

lr '-'''-' tin tl dot" I hi level thai 

he probably won't realise quite how 
cuss and daft the game is. 

Smart graphic- and it-coiikl-only-lie- 
German music help Monster Business 
rise about the pack and shine out as 
an example of what arcade games 
should be about. It's like an Abba 



MOONSTONE 



Price Amiga £29,99 
Genre Area 
Publisher M 

What a conundrum this is. While expe- 
rience suggests that games billed as 
being .it .ill ' zany" should be treated 
•i lately the same amount 
of caution as a drunken pit-bull with 
rabies. Moonstone isn r aciuallv thai 
bad. 

The aim of the game is to travel across 
a rmslit land searching for the Holy 
Grail-like Moonstone and trying to 
ensure (hat iic, other swine gets his 



MONSTER BUSINESS 



I Knight, contra 



n. kne 



ndwhv, 



i device which prevents the plane from 
flicking around ah* over the place like 
a big girl's blouse. Most handy in corn- 
Presented, surprisingly enough, in 
polygon graphics, MiG beats the com- 



Price Amiga £24.99 
Genre Platfotm 

Publisher Eclipse 
The mad meanies Iron 

ig for li 



■ , 



Aside from the problems thrown up 
when a game controlled by the joypad 



MIGHT AND MAGIC III: 
ISLES OF TERRA 



Price IBM PC £34.99 
Genre Rote-Playing Game 
Publisher New World Crjn»JutjTg,4J5 GoU 

"By m> rnighty sword of Zorak, 1, 



• ■ : 

slrudiun sin- lieiutne I.eroy. the best 
beast buster around and 1 

isters sky. high! A goal 

tile teatlltes - 

: 
jectslrum the building site. 
1st blow up all the monsters 
' ' ■ . 

hem to inflate and eventual- 
the top of the screen, drop- 



■1 oon stone is all about 
fighting, that's why! 

At frequent intervals, the frankly 
tedious travelling sections are punc- 
mated with action scenes. While walk- 
ing in a wood or dithering by a stone 
circle, the Knight will be accosted by a 
hostile creature. Here is where the nov- 
elty value of Moonstone lies. The com- 
bat is incredibly violent and gory. 
■ugh the gore can be switched off 






in all a 



;i;. 'i,,„,l,lh. 



NEBULUS 2 






ferent sort of hazard, whether 
ing platforms or a speedy til 



Price Amiga £25.99 

Genre Platform 

Publisher 21st Century Entertainment 

Rising from the Hewson ashes like a 

phoenix looking exceptionally like what- 



reviews director 



ninth link .il lhe moment. No! onh 

are they having some considerable rjif- 

- 
hut the one game that looked like it 
could actually make them some money 
has turned out to be somewhat of a 
disappointment. 

The European coders 1 1 
sequelling liihn Phillips' original i .-■ 
sit have done a bit of a botch job, ruin- 
ing the gameptay that made the first 

■ 
inane and useless power-up type fea- 
tures. The classic formula has been 
totally swamped by the sheer weight 
of these new 'ideas', and as such any- 
body who enjoyed the first game is like- 
ly to be very disappointed by this. 
However, it is tjuile pretty and, at least 
for those who haven't seen the first 
game, not a total washout on tie - 
bility front. But while the first game 
knew cvn.lh win-re llie addle ■ . 
Ir.dion Ihrcshold was \'i ,-.i ..- 

in there. Not 



ant to look at). They're aba 

fiailt, and since death is frequent lhe 

: 

I arh frustrating. Although well-pre- 
sented, Never-Ending Story 2 can only 
be recommended to die-hard fans of 

rue film. That s right -all three of you. 



t >;,jKuii first, which wasn't much cop, 
and now we've got -his. winch isn't 

The basic idea is that the player has 
to take charge of a variety of vehicles ■ 

tar. hike and boat - as he races over 

I . ul sea stages to deliver 

a ula! paikagc. while international 

agents are out to stop you. It's all a bit 

llediuous reaih and what's seeming- 



Outftun 






„ H.Q. „ 



m-nded. 



#-& 



NEVER-ENDING 
STORY 2 



Prwe Came Gear £24.99 
ngGame 

Vg.l 

It may bean oldv but h icilainh isn't 
a goldy ■ at least, not in its Gear incar- 
nation it isn't Out Run is arcade rac- 
ing action stripped down to its basics 
- the player has to drive a red Herrarri 
Through four stages, avoiding other 
Traffic and those pesky stationary road- 
side obstacles. It's all against the clock, 
with the player being awarded precious 

... nds every nine hi 
: -.- at the- stages. And... er... that's jus! 

The impression of speed (achieved 

--.:., good ol' colour banding) is fine. 
although the objects grow i 

■ and i hunk;, fashion. 



a bit of a shoddy 

fun to play because control of the vehi- 

enemy cars just keep on getting in the 

gameplay at all. hut is just very iYus- 
Haling. Ihe boat bits don't even bear 
think about because they're so unjust 
and difficult, and 99% of players will 
probably put their foot through (he 



loading it up. Talking of loading, the 

prostate, and it all hardly seems worth 
it when it's not even very clear what's 
actually going on in the game. There 
are far better race games available, so 
don't waste your precious lime pon- 
denng over this one. 



it makes it difficult for the player to see 
where the remaining dots are, and 
where ghosts imghl lie coming in from. 
Pai man veterans may find this annoy- 
ing, hn: In us nn, it i usual players it's 
not too much of a bind. So don't be a 
silly boy get this classic up and run- 
ning on your GameGear today! 

nana 



ft** Atari ST/Amiga ^s-n., 
Genre Arcade Blast 
Publisher Gremlin Graphics 

Oh deal 1 di arv dear. What a shame 
that just when Gremlin starts getting 
a good reputation for itself with its 
classy product oflate, it turns out a 
piece of tripe like this. Based very loose- 
ly on the classic Greek myth, Pegasus 
is a weird half-and-half nii\ ol' R i ;.,»■ 
- 1- ; ip action and run-along- 
1. 
This mixture of airborne and ground- 
based action is supposed to give the 

paver variety and keep him interest. 
In practice all it does it get very boring 
very quickly. 

In the shoot- em-up section, Perseus 
(or Pen ins. as the Ixix incorrectly spells 
his name) flies along on the back of 



Hnoc Amiga £25.99 


on the hardest stage I onh > 


# 


animated in an atrociously union 


Genre Arcade Adventure 


: -j, er vehicles on the road .1 




Publisher Linel 


poor Worst of all it's ridiculously easy 




■ : . I 


I've nothing against licences being 


- 1 completed the game on my third 


Price Game Gear £19.99 




■r film origins - in fact, I 


go. Yes, really! Tin- only real mark in 


Genre Arcade Bast 


Pegasus lands, Perseus dismounts and 


positn eh endorse it - but when mis is 


the game's favour is the a . -i 


Publisher Namco 


the ground seed on begins. This hap- 


taken to such lengths that the game 


:.-. ad-to-head with another Gear owner. 




pens 50 times £25 air sections. 25 on 


poor as the movie did then 


b 11 the thrills are few and 


original arcade classic that hasn't already 


lhe ground), by which lime lhe player 




far between. Not good. 


been sa,d= Not much, except that it's 


has probably torn all his hair out, kicked 


Witness The Never-Ending Stoty 2. 


"V 


now available- or, If, ■'-„.. 


in the TV screen and lobbed his corn- 


The film came and went at the cine- 




am: isn't had at all. 




mas with hardly a murmur of public 




There are no frills, enhancements or 


It's not thai Pegasus is a bad idea - 


interest and unfortui 


OUTRUN EUROPA 


other features that would have been a 


it's just diat it's been executed in a such 


that the game of" the film will surTeT 








lhe same late. The fact that the games 




91 or anything rubbish like thai kit 




ils thai of the film by a good 




the good old original, as it was all those 


is sluggish and annoying, while the 


year or 50 is the final nail in its coffin. 


Price Atari ST/Amlga £25.99 




ground levels lack any of the finesse 


It's a five-level arcade action romp. 


. Racing Game 


much spot-on (which, given that the 


of, say, SivitAbladc 11. The fact that 


The first is a Shadow of the Beast style 


Publisher US Gold 


game hardly pushes computer tech- 




horizontal scroller, the second is a 3D 


M long last! A game that has become 


' .. run , f only to be expect- 


more of a viabk' purchase - unle-.s you're 


chase, the third is a dull climb up the 


.-■ii;'. wish Ihe likes of VI j i- 




a masochist of course. Complete with 




.' ,-; ,",-ii over the last cou- 


and sound effects. 


all manner of intolerable spelling mis- 


style pL-morni affair, the fifth a Wmli: 


ple of years, simply because it's taken 


One change that has had to be made 


takes within the game ("exisrance* 




■ 


is purely a practical one ■ to preserve 


instead of "existence", "new" instead 


ran tell, it s positively sparking with 


inal idea was to release the product to 


the original size of the graphics Ihe 


of "knew"), Pegasus would have only- 


migiu.di!-. As n-.ivalh 1 - ■ 1 1 [■> 


cash in on the wave of euphoria from 


I'ao-ma/e is now a tour-way- scrolling 


just made the grade two years ago, or 


these nnilti-event games the individ- 




affair, with only a section visible on 




ual sections are pretty weak in terms 


should give you an idea of how long 




■ 


: rclv pie..-. 


we've been waiting for it. We ended 


but it can be a bit of a pain at times, as 


IcLn'-, M.miiaidsofiriapliirsaud game-- 



Price Amiga £25.99 
Genre Beat-'Em-Up 

fW/slwv Domark 

If ever there's a prime example exam- 
pie of an excellent conversion of .111 
avnai>ccom-op then Pitfifilitfr is st. II 
you're an arcade goer then you're prob- 
ably more than familiar with the game. 
With its giant monitor screen, three 
sets of player controls . 

r ..■.'-■:. . ■■.■■: 

miss it. Trouble was, underneath the 
unique flashy visuals and meaty sound 
lurked a distinctly dull bcat-'eiii-up, 
made even worse by the confusion 
taused l>\ ijV |yjul>-li>i>M!lgnr.ir>rri> 
Where's my bloke mine 5 Is lie hif.ini! 
me or not? You know tile -•<■ ,.,l thin;; 
All in all, a less than rewarding expe- 

In converting Pitfighter for tlie home 
systems, Teque London have actually 
improved it a 1 fell of a lot. Indeed, if 
you liked the coin-op, chances are you'll 



like the home pnn even mote, [he 
graphics, which have retained prc-m 
tmuli all ol -lie flash special FXofthe 
coin-op, are clearer, and the slower 
pace makes the game much easier to 
play. The joystick controls are a little 
umustimtjYc. but it only takes a few 
goes to get the swing of things. But as 






it still ca 



compensate for the fact that funda- 
mental!-, Pitfighter's about as exciting 
as tapping a fire button all day. Which, 
er. in Pitfighter is pretty much what 
you spend all vour time doing. 
■&•&•& 

POPULOUS II 



less isometric worlds. 

From that point on, however, it's a 
whole new ball game. Whereas the 
original game had only a hadful of godly 
effects Populous It has scores of them. 
many much more-deadly than any- 
thing encountered in the firs t game. 
•,lra features (road 
and city building, effects that interact 
with each other, experience poults that 
build up as you progress) make 
Populous II a far noli -...In-.] ai d 



REALLY cannot 

iiinin iliateh. 



uM- bul Put n Puller is seriously 

The major, indeed the only, real prob- 
lem with the game is that it is simply- 
far too easy. And by easy I mean the 
player (unless he's an utter imbecile) 
won't even get a whiff of a Continue 
(Y/N) screen until he has completed 
about twenty holes and has graduated 
onto the Expert level. While it's nice 
to get a little way into a game before 
grinding to .: Lj :i - tidictilous! 

Aside from this, Put n' Putter does 
all the tilings a crazy golf gan «■ should, 
falling down in only a couple of minor 
places. The cursor moves rather slug- 
gishly, and the courses could hardly 
be described as innovative. Worth a 



PUT 'N' PUTTER 



ixi* 



if you're a re:.:. 



RAILROAD TYCOON 



Price Amiga £29,99 

Genre Action Strategy 

Publisher Electronic Arts fl ' 

Awesome! ne of the greatest games Price Game Gear £29.99 

of all time just got considerably better. Genre Puzzle 

Bullfrog's long-awaited sequel is just Publisher Import Price Amiga £35.99 

so excellent that it's difficult to find the There's nothing like a good crazy golf Genre Strategy 

words to describe it. Basically, it's prety game for a bit of handheld entertain- Publisher MicroProse 

■ ink h hi.- ■- .me game ■ guide your fol- ment. And, as they say. this is nothing The ACE Benchmark game makes it's 

lowers throi igh a series of apocalyptic like a good crazy golf game. way onto the Amiga, and what a fine 

battles, God versus Cod, over count- Well, okay, so that's not strictly the conversion it is! Building a 1 ail road 



King! Quest 5 (VGA) 



Links Courses 
Mike Ditka Uli. Football 
PGA Tour Golf 
PGA Coarse Disk 




WolfdiiM 


TBA 
29.99 
£29.99 


STRATEGY 
Breach 2 








A-10 Tank Killer 


ss 


PC GAMES OUR SPECIALITY' 

IF YOU DONT SEE 

WHAT YOU WANT 
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empire across the USA at tru- turn oi 
the 20th Century may sound like hard 
work, but for those who like their strat- 
egy to run deep, Sid Meier 
tion of that very pursuit is fun Fun 
FUN! We know its difficult to imag- 
ine how, but trust us, it is. The feeling 
of power is paramount as you lay your 
track from sea to shining sea, conduct 

I ;; 'III 

loads of cash. 

Beginning life as an entrepreneur in 
fee early 1800-,, urn must tum a small 
stake into the biggest stake in railroad 
industry history ever! By taking con- 
trol of every element ii ' 
making process which makes the rail- 
road work, the 1 1 1 ; 1 -. i ■ 1 musl handle ton 
. details as well as broader political and 
orimoinii issues, , ill at the same time 
as competing either with a friend or 

every element of the game is repre- 
sented with top-quality graphics to 
make even the most n umber-crunch - 

ingly intense sections of the title easy 
to manage. Meier's excellent user inter- 
face and the sheer precision of the game 

top notch power of the Amiga make 
this version of the game an outright 
winner. Highly recommended to all 



Ri-ulim, I knew which one I'd go for. 
The pity is that Realms is actually 
quite a good game. The player is a war- 
lord in a pseudo-fantasy world, vying 
for power with a number of other equal- 
ly power-mad warriors. The player tax 
his people, raise armies, lay siege to 
dries, the usual sort of thing. Imagine 



... all those disks... Manic Miner onwards in there some- 
where, but thanks to careful design 
and wise muring and matching of game 



stvles 









Price Amiga/ Atari ST £29.99 
Genre Arcade Strategy 
Publisher Virgin Games 

so aptK put it, has Peter 'Papulous' 
Mcilyueus surii J ': ,.:!> hen and his 
merry tend of programmers at Bullfrog 
who we have we have to blame for the 
of isometric- j D view strat- 



impressive graphics and you get the 
rough idea. It plays well, control over 
the various components of your empire 
is well thought out, and the mix of strat- 
egy and action is balanced nicely. 
Trouble is, when you've been a Cod 
raining fire and brimstone on your 
people Realms comes across a Entb 



RISE OF THE DRAGON 



Price Amiga £34.99 
Genre Adventure 

ft/W/sne/ Dynamlx/Slerra On-Lme 
Amiga owners have been scrambling 
to become the first to purchase this- 
the first or a new wave of Stem games 
helmed by the perennially popular 
Dynamixteam. But they should be 
warned. While Amiga owners get to 
enjoy just as many visual thrills and 
plot twists as their PC Pals, they pay 

drive for the umpteenth time) disks. 
However, if you're willing to pay the 
tccess-time price, Rise is an extreme- 
ly rewarding product. The playc-r takes 
the tolc- of a futuristic detective, a real 
Marlowe type, slugging his way through 
a drug addled city of sleaze, the last 
remaining obstacle between the mys- 
terious Dragon and total control of the 



Price IBM PC £30.99 
Genre Arcade Strategy 
Publisher Millennium 
Mercilessly coaHailui;; -In pu:>hi .-■, 
of the recent batch of Lincoln green 

Licensed version of the tale is surpris- 
ir.gh entertaining. 

Presented in Papulous style, the game 
ryline of Robin 
of Locksley being booted out ol his 
lands by the evil Sherr i ol 
deserted by his people :111c: lefi In lend 
for himself. 

The player, taking '.lie title role of 

men and set about done: 
the nasty old sheriff once and for all. 
.: -lib uuooMaul eoal lor the play 
er is to convince all the peasants and 

I.- ■ ■■ ' ,:; 

I, I 

thi Sherrifhas 
described to them but is a lovely kind 

bnrted soul. 

Aside from combat am.: 

- :i refreshing amount of 

their roles to the best of their ability. 
It's an extremely enjoyable and ninn- 

cum role playing game who's worst 

through to the very end as soon as he 

physically can, thus diminishing thi 



Ihesliuiof its parts. 

As in Mario (V, the core game task 
is simple - get from one end of the 
level to the other, and jump on the 
1, J ouys to wander past. 
Of course, in practice there's a bit more 
to it than that. Sotne ol the 70+ levels 
see Robocod travelling through the lev- 
els in a bouncinecai .1 -:iuilerine prop 
plane and even an old enamelled bath! 

sunns around - much like he did in 
the game's prequel James Pond. 

In fact, it's the- sheer variety of the 
game - along with the superbly smooth 
control over die fishy main character 
- that makes it such a joy to play. Every 

■ 
in cjciphi. -. or e.imeplay, and there's 
little chance of boredom setting in. The 
wonderfully cute sprites, bright and 
cheerful backdrops and sing-alongable 
tunes are excellent too. All in all, 
Robocod is a polished, playable and - 
thank God -fun slice of platform pie 
that you'd have to be criminally insane 
to let slip by. 



;«S|: 



'■ -. 
licence arguably make it the best tie- 



10- np- 



It's timing that's the biggestproblem 


Sierra have made their trademark. 




sequences - a bit of shoot-' em-up. a bit 


■a eh H, alius, the latest offering from 


This is another example of the inter- 








active movie deal which American com- 


obb 


gameplay is compen- 


arcade games like PoradroifJ 00 and 


. 


Price Amiga £2S.9v9 


sated for by the sheer variety on offer. 


RoinW Islands. If it had appeared 




Genre Platform 


However, in this case mere's another 


about four months ago, it might be 


There is actually a story here! And there 


Publisher Millennium 


factor ■ DID's ground-breaking solid 


redeved more favourably. But in the 


;| , : > |' 


And about time loo, 1 1 


$a 


last few months we've had Mtga-Io- 


playn uinsi investigate the strange 


ers have been waiting a long time for 


Rather than watching some sprites 


', . rod the sequel to the 


drug-related death of the Mayor's daugh- 


: • r : 


V) h:n kclrop. the play 






111 tlie (ac lis of the smug console own- 


er views the world through Robo's eyes 


rightly blew the competition awayj.Onc 


de all Ihenlhci stutl lhal private iti'.es- 


!■■■.!,:: ,. ':,,■: 


as he ptrols the streets of Old Detroit 


c.u. ': help Inline; thi m i 


tigators have to do. Wire taps, open- 




011 foot ill :i |niliii'c.. ir.if.d ,veii ie the 


public have probably had iTioinei ol 


if ople's mail, hanging out 


" 


air thanks to his new Gyropack. The 


these sorts of games by now. and ill 




1 • 1 


atmosphere "i-iiiTated. especially in 


had the choice be: u 11 1 1 / J i ifi 1 n't u e, . ■ . 1 1 1 1 : 


And it's all in those lovely hand drawn 


every running n jiunpins; 14:11111- from 


the ho: palrnl si ;|iienci , 



i directory 



lievable. The only weak links in .in 
rirhcrwisc incredibly-strong chain are 
a couple of feeble hand-to-hand com- 
bat sequences with a robo i 
sion - the combat moves are limited 
and the action sluggish. 

However, those sequences apart, there 
are frequent occasions during the game 
that the player actually does feel as if 
In- is taking part in a film. And at the 
end of the day, isn't that what you 
should be buying a film tie-in for? 



Price Amiga £25-0.9 
Genre Arcade Blast 
f'uWi.slirt- Image Works 
Trying to hop onto the Greet i lurid- 
wagon (and missing In about six 
months), Imagework's ialesl jnd ict- 
lair)!; not greatest puts tin- player in 
Ihe driving seat of a giant two-legged 
war machine, a son of cut-price ver- 

. 
Game Show, with a mission to put an 
end to pollution. Hoorah!. 
Fundamentally Robozo tic's a simple 



Price Ga-ne Boy £29.99 
Genre Arcade Blast 
Publisher Import 

Hmm. A bit of an oddity this one. While 
the graphics are bigger and chunkier 
than before and the storyline follows 
the second movie as opposed to the 
first voi i t an t help but feel that you 
really have seen this all before. 

The main problem lies with the best 
that Robocop 2 wont scroll backwards. 
This makes die supposed exploration 
of the various factories and warehouses 
ii. if., eame i .Ml. since Robo 

can only explore the location which be 

Learning the pattern of hostages to 
be rescued, nuke to be destroyed and 

criminals to book will help, but it hard- 
ly solves the problem. 

Still, il looks great and the sound 
effect and musk are excellent. And 
let s lace it, if you're going to get your- 
sella siujiil-em'.upas a New Year treat, 
it's best to stick with the name you 

RODLAND 



coin-op parent, as control over the char- 
acters has been improved. Certainly 
mil ii title lor gamers into depth or 
gung-ho blasting, but a nonetheless 

worthwhile purchase lot anyone else 



RUGBY - THE WORLD 
CUP 

Price Atari ST/Amiga £24.99 
Genre Sports Arcade 
Publisher Dorrark 

Hey! It's Scram Off. Well, not quite, 
but i! is a prcm blatant attempt b\ the 
Dor ns 1o adapt Arno'sio. i 
to the rough n' tumble, if you will 
world' of rugby. Of course, as any rule 
kno, rugby and football are very dif 
■ -.-.. with the former lacking 
the non-stop speed of the latter. Not, 
then, perhaps the best game to try to 
shrink to fit into Kiel- O/fs hard and 
fast playing style. 

However, as il 'appctss. i: all winks 
pretty well. Sure, the action is a bit stop 
and start, but there is a definite (low 
to the game and few lapses in pace. 
The game is viewed in plan view, with 



ill the player stupid are 
unlikely to go down in history as great 
entertainers, yet Sarakon, despite mak- 
ing this fatal mistake is a perfectly 
decent rip-ofTof the Maft Jong ole-swap- 

p.asieally. if you imag- 
ine Snap played with some old oriental 

can't do that' rules, then you're pret- 
ty close to imagining what Sarakon is 
all about 

The aim of the game is to click on 
similar tablets which sit in a particu- 
lar orientation, eventually ending up 
with no tablets left, or at least as few 
as possible before the time limit runs 
out. Once done, the player is reward- 
ed with a breakdown of his score and 
a comment from the computer as to 
his Sarakon ability. 

The problem with these puzzle 
:le;, all look 
similar enough to make the player want 
to pick them up and have a go. yet they 
insist on containing enough rule sub- 
tleties to make doing just that impos- 
sible. Trie result? The Mnhyong player 
will fee! infuriated that he can't make 
his norma] moves work- 
first class, apart 



bias: anUhiug-tiial-moves affair, with 


Price Amiga £25,99 


Ihe pilch scrolling to follow the play- 


from the cheesv sound effects and 




Genre Platform 






est by constantly changing 


Publisher Storm 


one nearest the ball). Throws and kicks 


ambiance of the Far East as a grubby 


the r>l n style. One level s a sidc'-icwcd 




are controlled suriph by Ihe joystick, 


take-away in Dulwich. 


multidirectional-scrolling explore-ii'- 


bin Ihete's no denying that Rodland is 


and it lacks the subtlety of Kick Ofl~(no 


If comparatively sedate mouse-click- 




a fine game. The Jaleco coin-op wasn't 


artertouch here). Scrums are a case of 


ing is your bag, and your eyes can stand 


in 3D and the third's a horizontally 




li-.ieiii.ilh waggling the o) 


staring at the monitor for ages while 


scrolling shoot-'em-up. While each is 


adiili u: .:. sea el .. .;■ ■■■'|e:e 








games upon its release \iy,\ howev- 


unless you're playing the All Blacks. 




:.i:, or excitement to be found 


er, the conversion seems to have 


in which case you need to waggle a 


•Cr&ti 


in any of them. 


cropped up when the highest-profile 


sub-light speeds to beat them. 




The really annoying thine; aboui 


Pottos) has failed to meet expectations, 

■ 


In fact, that's probably the biggest 


SECRET WEAPONS 


Green' - the manual is littered with 


Thir, in „:l 


OF THE LUFTWAFFE 


Top Tips about how to help save the 


a massive suite of screens, collecting 


as the w ay player sprites overlap on top 




environment. One slates pompously: 




and the way that the other 




"If you have a choke, avoid buying 


, 


members of" the team don't put them 




packaged goods." Considering that 


bashing them into the floor. 


ood positions to pass, mean- 


Price IBM PC £40,99 


:csi„ag,a!ltboxwitha 


The end of each level is marked by 


ing that play often revolves one-man 


Genre Simulation 




the arrival of an enormous end of level 


rushes from mid-way down the pitch 


Publisher Lucasfllms/US GoW 


1 1, 1 m> of this tan 


bad guy such as an elephant, who, 


to the try line. But while Rugby may 


Deep, deep, deep. Secret Weapons "1 


mem heggai-. belief. Probably the best 


despite looking about as threatening 


not be perfect, it's still a pretty good 


the Luftwaffe is a big old game and no 


tip is ihe first one: Try not to waste 


as a big lump of conor: wool :n a bul- 






energy." Imageworks. having pl.Lvt-il 


led Li;; will do for the players forth- 


shot.) 


cally acclaimed Their Finest Hour. The 


Ibis [already have. 


with. Interestingly enough, the player 


**** 


Title comes packed .Mill new goodies 


«* 


can opt In play 1 girl il iie,.'she wants. 




but brings the same problem of the 




not that it makes much difference to 




first game: 1 e the iliekvaud rather 




the playing style. And 1 h- 


SARAKON 


horrible bitmap graphics. 


ROBOCOP 2 


■hoy' looks so bleeding effeminate you'd 
Chock-a-block full of excellent visu- 


A ©<0> 


The player is offered the chance to 

pilot aircral: in .1 seeminglv limitless 
number of historical missions, shad- 




als, Rodland is a fine conversion and 


Price Atari ST/ Amiga/IBM PC 


owing or guarding planes and tabng 




it could even be argued to better its 


£19.99 


place in actual battles and scenarios of 



the Second World War. 




However, played i 


r a Wing 


Commander style with hi 


naps hi kit a 




so frequent - 




other fliglit 




c all but the 


owners of the fastesl machines ham- 


mering down the detail 


level in th. 






able rate. Ambitious play 


ers can then 




ns to deter- 


mmi-wiiji liistui) v.<i\M have turned 



Messerschmitt BF109G in a particu- 
lai louibal sir.unon 1 .uftwaffe is exact- 
ly the sort of game ■ as distinct from 
Wing Commander - that you actually 
want to make excuses for. And that's 

■ 
try- too-hard graphics which actually 
look pretty' absurd every now- and again, 
there is a quite brilliant game. 



SEVEN COLORS 



Publisher I 

Teirii, the game that started it all, may 

always room for a new puzzle game 
on the market. The only problem is 
that the vast majority of puzzlers that 
have been washing up on these shores 
from America and Europe have either 
been of unbearably low quality, or just 
too weird to get the head round. 

Seven Colors from Infogrames, a 
company that prides itsell on its oil' 
the-wallness, lit-. siuijdy into the latter 

.-i . arge board 
made up oi hundreds oi 
diamonds where the objective is to 
change as many diamonds to your 
colour, spreading them like a virus 
across the screen, faster than your oppo- 
t does. The first player to fdl 50% 



of these 






r. Ifs 



difficult enough to understand when 
vou're actually playing [he game. s[ , 
don'tworry if you're a little foggy after 
that brief explanation. 

In fact the major problem with the 
game is that it's not very easy to under- 
stand, and because things just seem 
to happen it's not very easy to keep 
track, or indeed to work out what's 
going on at all. The confusing litua- 



the instructions hardly explain any- 
thing at all. Persistent players may well 
get something out of it however, and 
there's a variety of game options to 
spice up fheacdon if they do. Oh, and 
- very nice ingame classi- 
cal music which suits the nature of the 
LI.'-iK perfectly and is very soothing 



Genre i 

Publisher Virgin Games 

nut hearted, this one. As 
you've probably guessed, it's a simu- 
lation of the Space Shuttle. And the 
word rigourous' just doesn t era begin 
to do justice to the level of accuracy 
that developers Vektor Graft, have 
achieved. The cockpit is bewildering - 
all the player an see is bank upon bank 
of knobs, dials and levers, most of which 
work and have some effect. 
The player not only has to fly the 



damn llmi;; lie lias to open up llie bay 
doors and control the robot arms to 
deploy s..ilel!;l<-s .111,.: s.;, forth. And this 
Uilmical accuracy is backed up by some 
of the best 3D graphics ever seen. 
There's even a realistically and aicii- 
rately mapped planet Earth that rotates 
and tin- star constellations are ail plot- 
let; correctly as well. 
As stunning an achivement as Shuttle 
-. prnli'.eni with it is its 
limited appeal. Personally I think it's 
brilliant and completely absorbing, but 
: tan understand that there might be 
some people who find the idea of twid- 
dling all those dials more than a little 
off-putting. If that's because of the 
sheer daunting complexity of the whole 
thing then that shouldn't be a prob- 
lem, because there's a whole range of 
player aids that make the game acces- 
sible to everybody . no mallei- what their 
sim proficiency. But there's no getting 
away from the fa.:' dial il youi palieure 
with sims ends at Thundtrhawk, then 
you're likely to find little to interest you 

ititirit 



SILENT SERVICE II 



Commodore Amiga 1500 



1040 STE Family Curricului 



All prices include 
17.5 % VAT and 

Next Day Delivery 
on Larger Items 



TBCHNOMANIA 



n 



w five working days for 
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Price Amiga £35.! 
Genre Simulation 
Publisher I 
II may have taken five years, but the 
sequel to one of the most critically 
.. . .•:,-:. .1 : . ,li 
games is finally with us. Silent Service 
II features all the best bits from the 
first game as well as a host til original 
and new doo-dads. 

Digitised graphics and sampled 
sounds simply confirm the Service as 
a game which is undoubtedly one of 
the most detailed, jci m . 



No. Time's a lot of the i 

to sneak up on enemy warships with- 

that tank blowing stuff. I ask you! 

Mirroprose arc indubitably the out- 
right kings of all things sim.. Iml then 
policy of increasing the action and min- 

; . .. ' 

such good effect in F-i; Strike Eagle 1! 
would be well extended to this parlii 



I here is absolutely runt' b 
those expecting to get their 



Price Game Gear £29.99 



i>< i i : u. able to dawdle, or maybe con- 
■ i line, and there are lots 
ofsquareswhirh simply kill oil Slid.t 
on eon tart. Terrific. 

Fur from being the sort of game to 
while away many a train journey, Slider 
is a pain in the arse of the first order, 
and deserves a place in absolutely no- 
one's software co lle ction .. 



SOLITAIRE POKER 



,' "i . Game Gear £29.99 (Import) 
Genre Puzzle 
Publisher Sega 

Fveryonc loves a good puzzle game, 
and this is' a very good one. The aim is 
simple - select a card from one of the 
• offer, and place it on a ; 
X 5 Slid I 'on it, .r. jAjided lot pairs. 

horizontally or along the main diago- 

the player progesses on to the next, 
tougher level. There are a number of 
variants on the theme, but that's the 
main thrust of the game 
What more is there to say about such 
■ 

- the functional graphics are dear and 
colourful and there's a . 

Although not exactly using the full- 
iur LCD capabilities of the Gear to 



less parade of thugs, freaks and goons 
notify and prizes in a sin. 
s'.lr-i p. en lima. Power-ups and end- 
of-zone bad guys add to the already 
pln.-nomi.aial carnage. 

On a purely visceral level, it's 
immensely saiisiying as I . 1. .-. 

1 -xplode into red gobbets of" 
flesh. Indeed, the sprites are small 
enough to be almost anybody you want 
them to be, so you can imagine that 
you're shooting up endless clones of 
- 1 you want to. Very thera- 

As a single-player game it's fine. 
'lnmj.li Iheresa serious risk that bore- 
dom may well si ' if mammy;!; early. 
The two-playet game ontheotbei hand, 
is something else. There's not been 
-homiii; like this shire 
Kick Off 2. 

The coin-op's two joysticks (one to 
move, one to direct fire) have trans- 

I'l-.i ■ :'. -rely to a single controller, 
though if you have two there is an 
option i« use both which makes the 
game far better 

A superb conversion, and more than 
deserving of your hard-earned pennies. 
Cold it. vou psu:io..iT,r 

STEVE MCQUEEN - 
WESTPHASER 



set in a variety of typically Wild West 
scenarios. That might sound like at 
least a bit of a laugh, but the action is 
so stunted and dull that it's difficult to 
get even vaguely excited. To lie fair, the 
graphics are quite nice in a funny 

a '■• 
jolly tin., lies (you can shoot the dress- 
es off the women, for example), but 
it's hardly enough to justify financial 
outlay. Is that Steve himself I hear spin- 
ning in his grave? 



STRIKE FLEET 



Price Atari ST/Amiga £25.99 
Genre Strategy 

,"i,-M,Mi,.- KleetronicArts 
Strike Fleet doesn't look the most inspir- 
ing «jiiie mini the shots on the back 
of the box, but the Lucaslllm credit 
hints that this may be better than it 
appears. As. in fact, it is. The game is 
a sea-based strategy game split into 
fourteen individual missions or a more- 
Biring eight-miss ™ campaign. After 
eai h mission briefing, the player is 
ts(depend- 






difficulty 

he shipyard. Ear I 



■s rules- 



r of rile 1 



ettioy- 



Price Amiga £25.99 
Genre Arcade Blast 

Publisher Ocean 



You what?! Talk about a cynical licence! 
Not only is the poor chap dead and 
unable to defend himself against this 
son of thine., bin ties game actually- 
all! Okay, so he was in a few cowboy 
there the similarity ends. Don't expect 



estphaser in trie title, yim't 



•e. Is- 111 



Latei 



ardims li;, shihii:', [ilalloi-ms whiih wilt 
A time limit prevents the player from 



elements so In-loveil ol the original 
ported across faithfully. 
"The game takes the form of a furur- 



Once at sea. the player can flick 
between the ships at will. Control is 
relatively simpbs! I,. 1 1 1 1:1 1 1 k 1 1 lII v>. allow- 

• ■ 
activate ridar and sonar and, of couree, 

In addition, certain ships carry a cam- 

■ I 
on recces or sub-hunting forays. 
Despite it's in 11..I . ili.il , 

■ I i-l | involving, [lure's a great deal of 

fully control ling the fleet, and seeing 

provides frequent doses of adrenalin. 
Admittedly, those without a strategic 
leaning are unlikely to be converted by 

sounds at least slighdy appealing give 
it a go. 1 think you'll be surprised. 

SUPAPLEX 

A © 



reviews directory 



Price Amiga/ST/PC £25.99 

Publisher O&til Integration 
"You're Murphy, bug-hunter extraor- 
dinaire. < xpieenigdeep inside a crazy 
computer. Sink Siuks must be avoid- 
ed at all coasts, and falling Zonks will 
trap the tuman ' Well, with an intra 
like that, you on resist? Supaplex comes 
a quite a refreshing change from a 
company that normally 1 1 1 1 • ■ 
duty -.umil:ihi)ii>ainlplane»basedaiade 
games -it's hail puzzle i 
sort of weird hybrid of Boulderdash 
jtld Paunan In eailiul the game- :jj 
levels. Murphy must snap up all the 
"infotrons' L>> whizzing a 
way strolling screen, gobbling up iir- 
of the landscape and grabbing them 
when you find them. The trick is to eat 
the landscape in such a way that you 
don't send all mannaer of horrible heavy 
things crashing down on yourself. As 
the levels progress things can more 
complex, with warp gates, explosive 
devices and marauding enemies 

Okay, okay, so it's Boulderdash with 
knobs on, but it isn t actually at afl bad- 
It may not look like much, but it feels 
nice and smooth and the simplistic 
action is strangely compelling. With 
plenty of options and well-varied le»- 



eis, Supaplex is likely to keep you play- 
ing for quite a while - provided its sim- 
ple charms manage to grab you in the 
first place, 

SUSPICIOUS CARGO 



Price Arriga/Atai ST £25.99 
Genre AAenture 
Publisher Grcmfrei 

The pseudo follow-up to BSS Jane 
Seymour is a lot more enjoyabU than 
its mediocre predecessor, primarily 
because it s a whole lm r 
bfe and has a pleasant sense of humour. 
We've classified it as an adventure here, 
. loliti polih of mam 
different game styles - there's a strong 
RPG element throughout and a sprink- 

,.■:.:! 

t] 01 Jonah Hayes, 
the player's job is transport a highly 
dodgy shipment of genetic refuse across 
the galaxy in his rundown spaceship 
the Lady Luck. Even something i:- sim 
pie as keeping the ship ope i. 



and things are naturally complicated 
ailing the way by a variety of unsavoury 
characters who want nothing more 
than to throw spanners in the works 
and prey nit lonah 's cargo from reach- 
ing its destination. 
I must admit to being a little per- 
picious Cargo ■ I mean, 
lust what exactly is it? The way that it 

can be confusing, but despite ihis ihe 
is the disparate elements 
together well, and as such you end 
up with a surprisingly coherent and 
playble product It's by no means any- 
thing groundbreaking, but it will be 
appreciated by anyone who fancies a 
good space vam with a few laughs. 

TEENAGE MUTANT 
HERO TURTLES THE 
COIN-OP 



world. However. Probe's conversion 
el what toultl best be described as a 
mi j lasit , Din-op beat-'em-up is 
ad mi i abb dose to its coin-gobbling 
dad, complete with all the regular 
Turtles and their opponents. 

Catering for one or two players, the 
the Turtles through a brace 
of increasingly dangerous screens, 
grad.iaih leading up to a climax involv- 
ing rescuing the glamorous April from 
a building, set alight by the evil 
Shredder. 

'Turtles sutlers hum two distinct prob- 
lems. The first is that one feels 
on the wane, 
and there is no lunger Ihe public fever 
guaranteeing that anything green will 
sell by the bucketload. The second is 
that, despite Probe's pretty sound con- 
version, the game's quite easy, and 
even the coin-op itself wasn't that incred- 
ible. 



THUNDER BURNER 



P,. Lt ? Amiga £25.99 

Genre Arca«le Blast 

Publisher Image Works 

Now. let's get one thing straight from ■ 

the outset. Turtles is neither the most 

complicated or involving game in the Price Atart ST £24.99 
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'Top arcade game with action limne- 
tic combats and super stress!!", we are 
promised. Spats Harrier on the 
Spectrum is what we get. 

Slogging his way through twelve 
stages of shocking 3D graphics, our 
intrepid hero must control his 

I.I !: 1 ■!!. I i 

heart of enemy territory and destroy 
the evil aliens' Big Base. 

Even painting a girl on the back of 
the box with hi-i nougl ! 
to make Thunder Burner at all excit- 

Piloting the jet plane is actually more 
fun since everything moves al a faster 
pace, but the bi-ped robot lias a better 
chance of destroying the pill ■ 1 k >«■ s < ■< >i 1 
taining, one presumes, dirty alien scum. 

1 1 s all a bit poor, and apart) mil 1 sol lie 
end-of-level monsters which are pre- 
sentable enough, ialls.i longwa\ -.mil 
cil even the most basic blast standards. 

And if all that seems a little harsh. 
Loriciels can al least comfort them- 
selves with the knowledge thai liiey 
win the Most Gratuitous Tit Award. 



THUNDERHAWK 



A 



than battling to stay airborne. Graphics 
are smooth and move at a fair click, 

though there isn't much li:u kgn mini 
scenery. If you've ncvci Inn: tempted 
to try a flight sim, then this is the game 
to change your attitude. 

TIPOFF 

Price Amiga/Atari ST /25.9c, 
Genre Sports Game 
Publisher Anco 

The fact that Anco's latest sports game 
tomes from the key board ol Kick Off 
consigner Steve Screech has certainly 
attracted a lot of interest during the 
game's development, but now the final 
product s here il has lv said that it rep- 
resents somewhat of a disappointment. 
The idea is fee • apply the same tech- 
niques that' made Kick Off great, jig- 
gle them about a bit to fit Basketball's 
smaller play area and rules and away 
you go. And indeed many of Kick OfFs 
iradi marks an in ■:■; deno here ■ the 
name's simple, instinctive, and very 
fast indeed. But land it's a big but) it 
just doesi] t work.. Basketball is a fast 
game, but Tip Off s interpretation of 
il is a bit too speedy- f'ot comfort. As a 
result it just doesn't quite spark in the 
kick Off. andso basket- 
ball tans would still be best advised to 



trainers to a blow from a bolt of light- 
ning. Mixed blessings or what? 

And... er... that's it. Yes, really. All 
the game consists of is wandering 
around, very slowly. Boring really does- 
n't quite sum up the toe-curling tedi- 
um of the whole debacle. The only 
points of special note are the way the 
screen splits when Toe Jam & F.ari get 
too far apart, the appealing nature of 
the two aliens and the well-funky music 
Any chance of putting the music on 
CD, Sega? 



Price Amiga £30.99 

■ • Simulation 
Publisher Core Design 
Musi Night suns require a good deal 
uf practice before are. ■ 
gai'tlcrrd from them. All those key- 



TOE JAM & EARL 



Price Megadrive £34,99 
Genre Arcade Blast 
Publisher Sega 

Jammin'! Or, in Earth speak, oh dear 
Toe Jam & Earl were presumably 
intended, like Sonic before them, to 
become 'cult' game personalities and 
thus attract a whole new legion of fans 
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Price Amiga £25.99 
Genre Strategy 
Publisher Unoi 

If you imagine a hotch-potch of Utopia, 
Mega lo Mania and Populous, except 
in 2D, you'd be pretty close to under- 
standing what Traders is all about. 
Again, it's a race for technological devel- 
opment and B» al success, with up to 
four players battling it out on a mys- 
terious planet, evolving robots and com- 
peting with the rigours of nature, as 
well as hostile adv. n ires from each uifn 1 

Dislinit from lots of God sims and 
strat games of late. Traders has got a 
reasonably light touch and doesn't 
weight the player down with facts and 
figures. Instead it lets them explore 
their new world and get on with the 
In 1, ires- of exploiting and ruining it 
with the minimum amount of fuss. 

While there's no question that the 
game boasts as much depth or longevi- 
ty as any of the games mentioned above 
Traders acts as a pretty solid intruduc- 

UNDER PRESSURE 



lv excellent sports sim, but Heaven 
onh know .. vi hat gremlins and glitch- 
es are to blame for this disaster. 

Styled in an uncomfortably similar 
fashion to rv. gnosis games (the in- 
between level text is virtually identical 
to Psyg/s game name text and the robot 
which the player controls looks exceed- 
■ .re on the SliiiAne 
of the Beast box). Under Pressure falls 
down in almost every single respect. 

Guiding a huge robotic killing 
machine through a bunch of decaying 
cityscapes. the plaver must duel with 
a myriad of different monsters ■ main- 
ne impressive arsenal 
of weaponry available:: 
pit. 

Sounds alright doesn't it? Alas, from 
here on in. the game falls down rather 
badly. For a start, everything is far too 
big. The player's robot almost fills the 
screen, but doesn t have the detail or 



than an exciting adventure. Absolutely 
no aiming is necessary for shooting 
for the monsters other, as the) just sit 
up and swallow the player s fire. Oh 



/Sot 

Prim Amiga £15.99 
Genre Arcade Blast 
Publisher Electronic Zoo 

on top of the world and the next you're, 
erni. not. A situation which top notch 
programmers Eldritch the Cat have 



1 Hiiythiii!. from speed-up 



ft OS Amiga £29.99 

flM Arcade Strategy 

Publisher Gremlin 

The quality of life on earth, let's face 

so bad that nothing anyone can do can 

This is the premise of Utopia, anoth- 
er Populous/Powermonger style affair. 
Except this time the aim, rather than 

simply ruling a world or conquering 

all its inhabitants feel really good! The 
aim is to elevate the quality of life to 
100% - Utopia. 

It's not difficult to grasp the aims and 
controls of the game And it quickly 
becomes apparent that there ate lots 

making everyone happy. For a start, if 
you spend all the money on hospitals, 
fi ied |in .1. 1: 11011 and month-long sports 

!■ 



reviews directory 



when the inevitable computer-con- 
trolled alien attack occurs. 

Beginning from jus:.: ■■■ 
ings, it's up to the plate - I 

while iiispf-1 line, he witiic in i-omcl- 
ric 3D. There are almost no rules in 
this society. You can ru 11 [ 1 1 1 1 : a -■ 1 1 rn 1 - 
ally am way you want. 

The only factor that is missing is the 
option to try and run things as a dic- 
tatorship regime and make s certain 
part of the population very bappn ■-•. h ile 
keeping the wnrki ~s i>roi 1: id c L. ■■■:, - 1 : 1 : 1 .: . 
the dirt. Still, that never works, does 
it? 



Price Atari ST/Amiga £24.99 
Genre Arcade Blast . 
Publisher Empire 

Qix is back in town, and better than 
ever! No matter how wide! . 
differ among the gamesplaying fra- 
ternity, you'd be hard pushed to find 
anybody who doesn't enjoy a game 
of good old Qii-. Its appeal is univer- 
sal because it's so simple and addic- 
tive, and like Ureal™ I. li- 
has stood the test of time. What Voided 



Price Atari ST £24.99 
Genre Racing Game 
Publisher Lankhor 
Without wanting to be nasty to our 
European counterparts, what with 1992 
and all that, it has to be said that most 
of the software that crosses over from 
the continent is a bit smelly. Vroom. 
however, from French publisher 
in itself to be the 
exception to the rule. Although it's not 
a patch on the likes of Indianapdis joo 
or Formula One Grand Prix. Vroom is 
nevertheless a jelly supper raring game, 
boasting very impressive speed as the 
player vrooms his way (hence the name) 
around a first-person environment. 
It's got all the usual fixtures and fit- 



actually is. That's not to say that it's 
bad, but the gameplay is very trial-and- 
crrcir, with link nihil playiue: moieol 
a part than skill or judgment. As such, 
more time is spent restoring saved 
games than actually playi 1 1;.' 
get quite frustrating at times. espec ially 
when \on bavr to sir lliroup.li 'In 1.0m 
■ . B tor the umpteenth time. 
As an interactive cartoon, it's cm [lent. 
sti reotypicaJ characters, 
some funny jokes and gorgeous visu- 
als. As a game ii s lonipi Ibng hoi no- 
ma way that encourages real add ction 
01 involvement. You're unlikely to come 
back to again and again. 



tacular crash 






d I -..i 



jos version of the oiuMnai 
classic: it is to Qix whal .■Y'-l.neei.i v. as 
to Breakout, keeping the original frame- 
work intact, but adding lots of pretty- 
up 75% or more of the screen area v 

line itself getting hit by any of 
marauding enemies - which, insl 
of the old gyrating line, now takes 

almui spilling about bullets, andac 
pie ofpesky little hel|,.-,-s. lasers 



trols and 

too much to worry about here apart 
from going very fast avoiding the other 
cars and keeping on the road. And it 
works weU enough, being very playable 
and actually quite compulsive, with the 
array of racing options adding to the 
game's longevity. The only dodgy fac- 
tor is that the joystick option 



Pnce IBM PC £34.99 

Ger'eAicute Blast 
P-jtxisner Origin 

No matter what else you might say 

about the Wing Commander games, 

they look darned good. The trouble is. 

has been there isn't really much else to say about 

soothing themWeD. perhaps that's a little harsh 

but here in the sequel to the much 

and little-played original, 



-nfm 



■of the 



sheer excellence of its execution. Rick 
Dangerous creator Simon Phipps has 
surpassed himself once again, creat- 
ing a game that has everything an 
arcade ailicionado could ask lor ■ incred- 
iblj 1 1-1 paced action, superb graph- 
ics, awesome pyrotechnics I displays, 
a rollicking soundtrack and... ooh, lots 
more besides. 

The plol lells o! .. bnlliaiu gcuctii sci- 
entist kidnapped by a corrupt corpo- 
ration to produce mutant killing 
machines for their own dastardly ends. 
The scientist's son, Saul Morrow, bungs 

!■ 

iiue and nuns himscil 
into Wolfchild, a half-man. half-beast 
character with special energy-spitting 

What follows is five levels of top- 
level platform cum beat'em-up action 
with Saul switching back and forth 
between his human and beastiy forms 
to help him progn s S When enough 
energy is collected, Saul becomes the 

the power to fire orbs of electrical ener- 
gy at the mutant border that t „ „l i ,;,; 
ally attack him. 

I» might not be the most original 
game in the work:, i:s supreme playabi 
ulity mole than makes up tol any lack 
of real innovation. It's hard, fast and 



■ the 1 



:- out, ,,li 



Islcder, 



comrades that the attack di 



WILLY BEAMISH 

♦ 

Price IBM PC £34.99 

Genre Adventure 

Publisher Dynamix /Sierra Ort-Une 



predccessoi but is tbesoi 

that trite old phrase about trying before 



tth the Kilrathi con- 

tory. the Confederation flagship 
;er's Claw has been destroyed by 
isible Kilrathi stealth fighters. As 
sole survivor of the assault, the play- 



Price AWi ST/ Amiga £25.99 
Genre Sports Simulation 

Publisher Audiogenic 

Audiogenic have opted for a rigomus 

, '■ ' 

Ami as smb. il'-. sonic 



li'salsoa kit prellic 1, with play viewitl 
from a 3D angle and all the players ani- 
mate nicely if a little stiffly. If this doesn't 



plcte with grubby hands, pet frog and 



Price Amiga £25.99 
. . Arcade Blast 




instant appeal, but it's 
of the two this will be 
still be loading up in a 


.!_ - : 
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owd is the 
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accepting to go out on a "fan - pain 
ball day in the woods ■■,.,:■ gapta 

the chaps from Login magazine. Wh: 
poor old Pete didn't realise until it wa 
far too late was that the guns bein 
used in the game were EXTREMEL' 
powerful - a fact that he only disco* 
ered when his hand was nearly blow] 
off at the wrist by a direct hit I 






\ 



o hum All good things must 
an end and all ib.it 
ft prob.il 

guessed this is the last time you'll ever 
read the Blitter, as this is well and truly 
the last issue of ACE Magazine. Yes, 
we know we threatened to kill the Blitter 
off before and didn't, but we really 
mean it this time. After this. Blister 
is packing his lags and heading off Tor 
his long put-off thoroughly well-earned 
retirement at his little cottage in the 
lake district. But before we sign off for 



Fleet Sheet may have gone just a teen- 
sy bit over the top. For a start, we find 
it difficult to believe that the Sunday 
(February 9th) that 
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re feel it' 



I v fair that 



Diamond "has more fans than pop 
stars." In the very same organ, the 
paper gave us a unique insight into 
the' minds of computer games play- 
ers by revealing the jargon they use - 
for example, we all know that "1 had 
awesome kit and went total on a rad 
sim" is an everyday phrase amongst 



ACE publisher Garry Williams. This 
month, however, die Blitter is pleased 
to bring that reign of awe and terror 
to an end. by revealing that the hulk- 
ing publi: 



d. The woi 
makem 

ters worse, Peter tripped whde tryi 
to escape and badly damaged his aril 
resulting in a nasty limp for sevei 
days afterwards. As Blitter is alwa 
only too keen to point out, fame is r 






.'. v. 



h Onei 



you get what you deserve - one last top- 
quality dose of industry gossip and 
opinion. So eyes down for a full house 
and let's get on with it... 



pir.i'i' e.umes at last breaking into the 
big time cotirtesi of'iV. Blitter is now 
even more thrilled to see that the likes 
of Sonic and Mario (if not really any- 

the daily papers. However, we cant 

help but fa 



cringe-n 









the games are at least getting the cov- 
erage they deserve. With a second 
series of Games master being moot- 
ed and regular features in The Sun, 
Today and the Mirror, who knows.' 
Soon computer games could be more 
popular than eating and having sex! 



tin' Rimer* deep uivu .1^:1 : 

ACE office caugn! him ordering Inij 

'-iifliive for his "part- 
ner". What's more, he was later spot- 

■ pathetk giggly love-talk 
on the phone wi I liber. What., weedy 
wet! If you would like to lodge an offi- 
cial protefl please ,eii.l .1 , 
the words I TH INK WODGE IS A BIG 
SOFT NELLY to him care of the usual 
magazine address, preferably along 



Bullfrog Productions' Peter Motynen 




And so that's it The end. Finis. Nothing 
out there now but neverending dark- 
ness and eternal void -. I lun 
ly be a sadder, less colourful world 
without the Slitter, but those are the 
breaks and that's the way it goes. To 
be honest, after 55 months of solid ser- 
vice, the Blitter is jolly glad to be out 
of this festering cesspool and into a 
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FOR YOUR OWN , 




GOSSIP 










What with it being a bit of a slim month 

gossip-wise, we thought we'd utilise 


INSERT 




the remaining space by giving you the 


YOUR 




chance to write some gossip of your 

own. Perhaps you caught someone 


RUDE 




snogging behind the bikesheds or 


PICTURE 




something. If so, this is the place to 

expose that scandal! All you need is a 


HERE 




pen, so what are you waiting for? Get 






scribbling! 
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Ihadowlands - a completely new an 
unique role playing experience. 
The story is based upon ancient 
legend. A warrior prince, slaughtered 
| aa the battlefield of the Shadowlands. awakes 
to find that his spirit lives on and that he can 
I .-octroi the minds and actions of his subjects. 
Seeking retribution, he chooses four loyal 
adventurers and guides them back into the 
Shadowlands on a journey of discovery and 
vengeance. 

The revolutionary new Photoscape TM 
lighting system casts atmospheric light and 
shadow over the gameworld. 

Fight to the death using an array of 
weapons and spells against hordes of 
grotesque and intelligent adversaries. 

A multitude of devious traps and 
perplexing puzzles tax your skill, intelhgence 
and dexterity. 

User definable characters are controlled 
independently or in groups, 
• In-game hints are always available (for 
a price) if you need them. 
The friendly and intuitive mouse-driven 
I control system gives access to the largest, 
strangest and most fascinating game world, 
is challenge - but one you 



Whether you're an expert or new to the genre, 
Shadowlands is the RPG experience you've 
been waiting for. 





IT TOOK 6 DAYS TO CREATE THE EARTH 




